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AT IASI! CASSEl tmm FtOM PAGE 6! 


New cassettes from only 95p each including postage! 

Enhance your collection with these brand new game cassettes 
available now from PAGE 6 and NEW ATARI USER 



PROTECTOR 

ftsBignad lo Fart HuChsr, lh« US Army Heikopt-er Trginlng 
baBsd tn ttia Mavada desert, yeyr aim te hecome iHe beat chopper 
pilot th is, side dl Ihe Iren curtain, A neal Proteeior! Vou-r mlsslcin 
consisis Ol a strategic battk of wit? between yauracif and E^ilher 
another pJlot or e compuler conlrolled RPV (Remote Pilotless 
Uehiqle) 



REVENGE II 

The Mulatod 90 fMt spitting d^efh camels have rebelled 

against their caplors the Zzya^kans and are out for revenge! All 
action, highly graphical shobl-em-up from JeH Minter 



ROGUE 

Von are !he ^OOUE. Vour mission Is to search the Dungeons of 
Doom lor the Amulol of Vendor, lo Ihe dungeons you will lind many 
thinga Id aid Ihs quest for Ihe Amulel. You will also encounler 
teereome mornelsrs and liendish Ireps Ihet wilt challenge all yoijr 
skills 



UNIVERSAL HERO 

GASP! Only eeven seconds lefi lo save tho planet! MCW Will you do 
it Bun? Onivensai Hero has lo save his swti and everyocdy dse’e 
by linding fails to repair a shultle to gel lo a planet to pkk up the 
spares to mend a space freighter VMhICh it out of control and ^faoLit 
lo blow him and his chances d gelting pack lo eanh to atoms. A 
nail faillnSn multl-dimensicnal, hl-ree Awesome Arcade Advenlurel 



HENRY’S HOUSE 

Lillie HenKy has shrunit. He must navigate his way ihrough the royal 
faCliSfrhdd tc llhd the cure, Avoiding all the obstacles in his petti, 
from terrtble tocthfarushee, through pestiferous parrots aird chefs 
Chasing chickens, to a final encounter with Itie vicious vampirel 
Acknowledged by all reviewers as one of die best Atari games 



BOMB FUSION 

A terrorist gang haa planled bombs Ihroughout the Sellersoale 
Nuclear Promising Plant and you, ae ex super hero {ex after the 
'Boris Affair'} have to go m and aevo the plant and possibly the 
Northern HemispherE from destruction 



MILK RACE 

Cycling 1.D0Q miles is no mean feat - and you COUld end up feeling 
pretty exhausted fay the time you've finished playing Ihts superb 
race simulalion designed especially In ccn^unctlon wl|h the Milk 
Race 



GUN LAW 

Four monlhs ol bloody alien attacks have taken Ihelr toll - all the 
surviving ir^habilants have fled and arson attacks have been made 
on your weapon stores, ibey desfroyed whet you could not carry 
away. You are leil lo IlghI alone ageinst ruthless and bloodihirsty 
killers with juil S aingle machine gun 



DESPATCH RIDER 

Join the growing band ol elreet demons ^ those fearless hCTder& 
who terrify the populetion ol Ihe big cilias lo get Ihe parcels 
through. Plan your movee lo make some moriey, bul dott't take too 
long - time is BlwBye shoH. Gain an irLStanl macho t^tlnq and be a 
deepelcli rider with Hies all actior> simulation 

INVASION 

Mobilize your units and prepare lor battle. This all gctlwi space 
conflict require* *klll. Strategy and lactics. You must destroy the 
weather control *talion In order to win me heltle bul every move 
you make Ihe enemy WlH counter, and they're wertlng for you lo 
make Jusi one fatal slip up 

LOS ANGELES SWAT 

Special Assignment. Rescue Ihe hostagee from the lerrorist gangs 
holding out In UVesI L.A. Clean up Ihe elreels. Blow away the bad 
guys and a hero on nelwork T.t/.! Fail and yOu won't b* comlrig 
back to walch It. All eclion joyelick bending combat for Iboso wlltl 
the skill to survive! 



SPEED ZONE 

Enter the Speedzorie in a frmolic delenCS against marauding alien 
forces. A survey ship sent info th* area comes under attack. As an 
enemy veasel draws closer your "STARFIRE’^ olass altack craft Is 
launched 



FEUD 

To win at Feud yOU must ’'OUl-^peH'' your rival Wizard Leanoric. In 
Kieke's hdrb gardott you Vdll find the ingredients for your spelfe but 
head carefully ai sirpnge things cen happen in Ihis game ol magic 
and mystery 


PANTHER 

Save Ihe last humans on Xenon before the alien horde* turn ITiem 
into Sunday roasli Take your ground attack ship tlltdugh this 3D 
scrolling mega shcol-em-up with great graphlOS and unbelievable 
soundtrack 


CHECK THESE REDUCING PRICES! 


Any one cassette £1.95 - any two £3.50 - any three £5,00 ■ any 4 £6.50 ■ any five £7,50 
or select AMY TEN CASSEHES FOR JUST £9.50! 

All prices are induaive of postage 


Usa the order torn on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 078S 213928 

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Overseas please add 25% postage for Air Mail 
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ISSN No. a9Sa‘770a 

THE CREDITS 

All of the usual hiilIJ' i«r nn page 3 but heme aire 
I he pfeplf: \^tini this issue passible. 

Les ElllilghAin sLruj4]^lcd around ChnsiinaFi time! 
to complete this Ifisuc! while everyone else 
seemed to have a eouple of iwerk? ofT. it refllly is 
hand to get haek into the sw| ng of thlii^s after 
the Chrlntmas blow-out. ain't It? 

Sandy Ls still doiilj:? her sLulT 

Paulette wi^s- Invited out by onr oi our riiatomi- 
ers around Christmas and could be avallftble 
again ii' the right ofler comes up. Miud you she’s 
.a bit fussy so you will to come tip with 
something like a w-eck in litidbatlos or a Royal 
Gbtrclen Party. Applications [with full itinerary | to 
the usual address 


The ReguLai- COntrthutor!S. who provide the btick- 
hone of the niaga^itie and can generally be relied 
upon to come up with goed articles and reviews, 
are .... 


Jf^hn & Davisoa. 
John Sweeney 
Damon HD^warth 
Dion Guy 


John Davdson jx 
Pail] RJxdd 
Ian FInlayson 
The Tipster 


All other CCnltributoirs for Ltiis iaaue are Indi¬ 
vid ually Credited ulotigskie their articles or prog- 
rums. I hanks to everybody for sharing tholrcn- 
thusLasm wiith other Atari users.. 


l^Rt issuE^s cover was a ]>hoto of DICE!, sltuply 
hpcj^use It was the niost eoloiirful of the prog¬ 
rams In til at issue. This time it sliuuld be a 
screen shoL of INDIAN GOLD by Bill Halsall. if 
everytlilng goes according to plan that is 

Jjsfs ifEMd Inta o/ pii=!Uj CD's fhfs (joie hut moni/ 

re-t5.?ues-. Greotesi surpr'tsc U'US a nciu IncRTfibk' 
Siring BflJid CD of ShiJ^ Jbr the UilC and 

not prtU'ksusfy r*dt^?a-cid. not lilifir ticsJ bid sTier ^he 
ISO urid by the (uric (hfs hits (ftt- shops fhefr ^mri^ 
Ckx Enu atbeuTLS slEoutd be oul. Oh. /pi/( Anmher 
surprvic two more &ari^ ^lihumji^/rom nsr<?k? 
7\irT?er shoioin^ how unique* ifM? nT<in fs. u^ell 
LLiorfh Uie listen. Siiii on Ihp nosio^fa (raft hoit? 

a cojipfe /rnm Tir iVn Q( tirnc 

and, .^jjjprtsrjTgrltj, .slrJl goofi. f carl: rehien\her lUJ 
lTm? I j.W£f s qfler 15 gcar^i! "Hie rt'SE imii 

have to beJUSE lisEcd oEilicruLyisf EEicne uiiDfi'l be? 
enoiEfffi roOflL (^UL'y I/Ltfucit- ij'2, Enqci, S^idley CoE 
Etr^s c.Ecz£tsit' A'o ffost-s. V'on .Worrt^oN ktv?, Tom 
R^Eh/s Inio Ihc GreaS Wide? Q/ipn fq JliriiR late, f 
kr^uw}. .Ifaura O'Cnrann^?. Nob^Jt Earl K-[?Cifl Jr lolEEi 
.Vo Kinda Ckincer, Rick W(ik>.?mnh's KOt^ ArthUA 
still sjininf? qfier oH Ehese yc^^zr'S pEus o^Eilts by 
J?icik- and VVijPi. AW Ehosc arid rrburc rFiLidc Ehis tsstjc 
jjrLR.srbE(*, the rricisk- (here m^hE nol bo the 

inspErcuiChil (O COfttimie. Ask Jkff Miiiter Aon.! h£;''s 
sEeW drocincEJ 

The uert iasue at NEW ATARI USER COldd. 
feature TOUR article or pro^am, 

90 SEND IT IN NOW! 


6 tA.-pii,'i Juxt whm }Mif fflJT j(in with Al’rJfJ. .VEH' 
.■ir.4E?!E VSliK ifrfl5 aAljyji ib^rFt A^ntireSy -H-ith A tan 

ei^irltirnttrU miiiiiily im Ifit: Xf. bai marc iaiciv with a 
ST and {flfnr Mtaff,. nrrdfi Pf!'% or II i^Ej E^f 

riccpifjwt ific tHitptii iTff it UmdtVri wiwf ikr df an 
r&pcrl tiinrcra for she phitiay aad Ujiliuffz cvcfjfkinjt 
is; dan^ on Zfcf .S I'. tIard-H-atv mrtudin a .Ifcgn {jipgfttiii'i/ 
Iff .ti.WJ^5 -WfjRirl.’Jr. JSf4j/¥lT Mtifit IHtii. a^t fMari 

IjfWr Ftinirri. C kil^n i24U fNinter, Fkilips C'MfSlLfJ nrfririiffr, 
rMfXE^ Xf’551 fiTr.vJt i/dri’. Hitt dhk drive, irtierfsKe-, AfiC 
titlll prifiicr, Fhm'tptii seftwitre used if Pftti&kt attd Tfre-f 
Siretf PlfMfShit 3.U. Vther ^fswurc indadci AVmtf, Tari^ 
Taik^ Tarfffi ffa.wic and vah-iruy caySom wiiJlffi pro^ritnfS 
Ikr XfJST:. ArJfckf flJUf |iiM(!WWs.- SUtmlmd ari XUXE dihki 
arc ^'itkitCitd tit I'Hfwti.i fu.'-r4P/TF K.r4dr4rH jrjTojfJHflr.s hcforc 

iranr/emd acrasz Jf the ST irar r.-tlfifT'.ll.A. .-tW nrqfffr 
Lv dffnc with Pnitcii ifffd pfiffCi dff Eflwf VHf ■*ith ficet 
Siree^ PifMhhcf. .4 riufr fiO'Jitinhed pahri ir.s iP4f.vry4 jijMf 
TJii'S if idiiS Ef d tifpeyfliTnft baraaa Zff he onipnJ on n f.ififitroa 
and. hex prrtit^. jtJri}>krd pimex ffre kCitf hffcii cxPfftj/ A.^ 
zee tfftiit, fi rt'tdly fkm AH thirt h kft if ta dnfp iti the 

Ikil'WjJ.^ phAfiffX. 

W'tlJ. tf'.v fftii qmie nx iVJiJ tt¥ ikdt A-ifii .WW the fifcit! 


S^UConiaJt 

POST OFFICE PS 


Last issue's tirade about ihe postal senice may have acttially had some elTect. Ai 
least wc received a call froni the hhjblle kelations department of the RoyaJ Mail asking 
for a copy of the arliele. This duly sent but we lieard not (ting more. I wonder what 
happeue<l. Did it just get iik-d or did someone actually do something.^ Yoti would 
think that if the PR department was genuinely interested they w-ould have, at least, 
dropped us a line to the effect that tJiey were concerned and would be investigating 
how to impnwe the semce, wouldn’t you? One thing we do know' is that properly 
addressed mail still fails to arrive. We posted a valuable parcel of secondhand books 
to a customer in mid Dec;ember which, to date, has failed to anive. Doubly annoying 
because Ific books were "one offs' w'hieh \^^ll be almost impossible to replace. Looks 
like will be have to contiriue to live ulLh the fact that there are no guarantees as far as 
the mall is concerned. 

HOW MANY MORE? 


I wonder how immy more Atari 8-bit owners there are, siting quietly at home with 
tlieir inacliines wondering how on earth they find any^ soflw^are or support? We have. 
certaJnly had a great number of enquiries in rceent months from folks who have ne^^er 
lieard of tlie magazine and have no idea what software is still available or w-hcrc to get 
it from. Most of these have been referred to us by Atari or by Silica Shop w^ho are no 
longer interested in senilejng the shrinking 8-bit market. Whilst these referrals are 
most w^clcome I can't help wondering how different things might have been If Atari, in 
parLieular, had been more helpful in the past in aleii.ing owners to OUr exlsteiicer 
Wllal is obvious is that there arc still many^ more owners w^ho don’t read Mew Atari 
User. Wiat is not obvious is how we reach those people. Mow that the weekly 
coiiiputer mags have gone the avenues for adveilLsing arc limited and ulth advertising 
costs being quite horrendous, we have to be sure that any advertising reaches the 
riglit people. Any Ideas? If yoti are a iiew^ reader perhaps you would care Lo drop us a 
line to say what other computer related magazines you read, or what general 
magazines, or how you came t.o hear about us in the first place. It Is quite sickening to 
think diat a large number of Atari owners may just fade away because they can't find 
any support when tlic support is most definitely there if only we could find those 
owners. 

GOODBYE GERMANY? 


Now' that 1992 is here, w^e are supposed to have closer links with Durope and freer 
trade but our recent experience with the German software we advert.lsed last issiic 
has not been encouraging. Supply of Qicsc items has been erratic and your response 
has been quite poor so that it does not seem wortJi our wliile to struggle on trying to 
stipply new software at the cost of a lot of work and little reward, \\liy is it that new 
software does not sell yet old chestnuts that we feattire in the Accessory Shop, such 
as Pacman, Loderuniier, Star Raiders etc, continually sell otit? Most probably it is 
because the new German stuff is on disk wdiile the more popular games that sell out 
are on ROM cartridge. It can't be the price, w^hlch is similar, so is it that there Is still 
Ihis major shortage of disk drives ou t there? Maybe that is the real answer. Maybe 
Ihose with the disk drives arc the more serious users who prefer uTitmg programs to 
playing games. UTiatc\xrr the answer, it is sad that good softw'are from Germany 
which we have heard about lor many, many years, fiavlng finally become available 
does not seem to oomniand the interest it should. There is now virtually no ntzw 
software being wiltten In the UK or In the States so the mainland European countries 
will be the only sonree of new soft ware, providing that they continue to receive 
suppori.. Support which, if seems, that vje. as a nation are not really Interested In 
gi%lng. 

HAPPY 1992 


A hit belated l know but T am actually typing this on New Years Day. so I take this 
opportunity to wish all our readers a Happy New^ Year and let's hope that we all 
survive another year in the best sliape possible. 
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MICRO DISCOUNT 


XL./XE DISKS 

Abuse 

Despileh RiPer 

Pirales Barbary CoasI 

Aclion Btk^r 

Qnopizcne 

Proof Reader 

Ali^n Ambusli 

Druid 

Oiiaslmodo 

Alt Reality Dungeoni'Qily 

Eleclraglide 

F-1S Strike Eagle 

Rasing Desiruction Set 

Atari Music 1 

Silent Butler 

At^ri SfiRBsh Hits 7 

Gaunilel 

Sorceror of Glaymore 

Auto Dual 

Deeper Dungeens 

Spy vs Spy 

Bandils 

CiPosibuslers 

Star Wars 

Basic Campllef 

Srepliic Adventures 

Printer Delight 

Bela Lyrae 

Blockaboc 

Hacker 

Inlittnatar 

Super Boulderdash 

Visjcalc ' 

B-OflLKMMr 

Bop "n' meifle 

Kennetty Approach 

Temptle el Apehal 

Lancalat 

Trivlei Pursuit 

Chess Master 2QOO 

Cronix) CAD 

Video Tine P^k 

CreSiS Oounlry Rciatt Race 

Movie Maker 

Zsxxun 

Qiumblgs Crisis 




BOOKS 

130XE HANDBOOK 

DOS 2.5 MAHUAUDISK 
ELECTRONIC COMPUTER 
PROJECTS 

0OOKL USER MANUAL 

PROGRAMMING THE UD.'BOOKL 
AOG'SOO TEOH REFEHEUCE NOTES 
4Da'900 B ASIC MANUAL 

DE RE ATARI 

HACKER HANDBOOK 

ATARI FIELD SERVICE 
MANUALS FOR 600X1 
.'810 DRIVE/1020 &1027 
PRINTERS-1010 RECORDER. 
850 INTERFACE 


TURBO FORMAT: HIGH SPEED TAPES 

Paint Board 

Gauntlet 

Slack Up 

Turl;x3 Basic 

Tomahawk 

Mission Shark 

Ace of Aces 

Ninja Commando 

Jocky Wilson's Darts 

Qavernia 

Fred 

Speed Hawk 

Draconys 

U5 Voga$ Casino 

Qlioky's Scary Sohool 

Beta Lyrae 

Mountain BiKe Raser 

HavYk Quest 


XL/XE ROM CARTRIDGES 


Ace ol Aces 

Eastern Front 

Necromancer 

Adventure Creator 

Rght Night 

One on One 

Airball 

Rnal Legacy 

Pec Man 

Archon 

Right Simulalar II 

Pole Position 

Asteroids 

Food Fight 

OBen 

Atari 400.'800 Basic 

Galax Ian 

Rally Speedway 

Bsllblazer 

Gato 

Rescue on 

Barnyard Blaster (LG) 

Hardball 

FToctulas 

Baitlezone 

Joust 

River Raid 

Beant Rider 

Kaboom 

Robotron 

Blue Max 

Karateka 

Shy Writer 

Chicken 

Linkirig Logic 

Star Raiders II 

Chopper Lifter 

Lode Runnrer 

Star Trek 

Claim Jumper 

Mario Bros 

Summer Gamas 

Crime Buster (LG) 

Master Type 

Tennis 

Dark Chambers 

Math Encounter 

Typo Attack 

David's MIdnIaht Magic Missile Command 

US Football 

Desert Falcon 

Moon Patrol 

Wizard of Wor 

E.T. 

Ms Pacman 

Zone Hanger 


SPARES I HARDWARE 


1029 RIBBON 
1020 PENS 
1027 HOLLERS 
JOYSTICKS 
1DS0 DRjVE BELTS 
KEYBOARDS 
S22 PAPER ROLLS 
1020 PAPER ROLLS 


130XE COMPUTER (record) 

1050 D^SK DRIVE (recond.) 

XC12 RECORDERS-TURBO 
1029 PRINTERS - NEW 
XF551 DRIVES - NEW 
050 INTERFACE - NEW 
1010/XG12 TURBO UPORAOE KIT 
MICROPRINT CENTRONICS 
INTERFACE 


Derek Fern, MICRO DISCOUNT, 265 CHESTER ROAD, STREETLY WEST MIDLANDS B74 m, ENGLAND 

Send 8" x 6" SAE for Price List- Tel. 021-353-5730 FAX 021-352-1669 

List also available to modem users via The City BBS 021-321-1610 


ATARI ME SOFTWARE BMS 


EXCEL DISK MAGAZINE BACK ISSUES 


BACK ISSUES 


1 ‘ inclifdB& AMNESIA^ XAGON and SPaCEBALL plus CDLORFONT; Iht 

ullimalv imiltlicolgur ckuracter gdrtor 

2 - ineliidea High T«h WAUCH P!^ derjig, SMUSH, TRIAD and GALACTIC 

CHASE gamea ar^d acrtMsra revle^Ma 

3 - ingludgs raviawa., a gnsaE DEMO, RDTD, CAVELCHD and MYRIAPEDE gsmas^, 

pill* THE STUPIQ .f^FTipIfp- player 

A - Includes emazinq AMIGA PICTLIREG, TILE TRQUBLE, ATARTRI&, SPARE TIRE 
ami ALIEN AMBUSH gsma^ua reviews 

5 - inelud«$ vaviawTE, EXCEL ART (9 cglaur drawing udlUyL end Iwd superb games 
ATOMrr end SUBMI^^ICH 

£ - includes lavkewa, en excelleni DEUQ, a CALGULATgn ui|l||^, WQRLP CLIP 9^ 
and EMPIRE STRIKES BACK gemes end man 
7 - ihcludas FRUIT PICKPH. NAVAL BATTLE end FRUIT SALAD games, plus 
COMMODORE ^ SLIDESHOW pnd n*w Mmes raviawad 
- All games Issue Uicludae MONTY. JACK THE DIGGER, DASH. UVE WIRE, 
ZANO'S LABYFHNTN, CHESS, FLOYD THE DROID and mofa 


ALL back isBuaB eacn^ C11 for 4 Eaauea or £21 lor 8 la sues. 
EXCEL lO lx oui hlOW, np. 11 Is o-yi oo March 1st. Prices C4 each 
EXCEL 3 l-a^ijc Subsciipthon £l2. Ovczirxaax ploa^ add El postage 


IMPORTEO GAMES (DISK ONLY) 
FROM KE-SOFT ALL AT E 6 EACH!! 

* = Efihxnood Detislty DiHw) iw|uir4pd 

anm i Swson ■ predis jzebu land- / 

C&LlfROiD =■ TECHNO NINJA' / A5RIDO ■' 
ZACKifl } fiftOS A tOeUT i SQMBEiFI JACK' i 
FKJNGQLAND / CUlTiVaTiOH a CHFfQl£AT|CS 


CASSETTE SOmAHE 
-ALL £3 EACH!, 

AMNESIA / CCLCRFONT f TILE TBOLTiiLE / 
XA>G£iN & SPACEBAlL / TPllAD A XEVTOUS 


TOP QUALITY DOUBLE SIDED PD DISK ALL E3 EACH!! 
' = EnharwBd Denaity BUY 10 PD DISKS, PAY FOR ONLY 0" 


*TBE BIG DEMO 

■ Arra^ng Dulch dernDwilh fiabdi-gi miAJC' 
HOBDirlWNID 'BS 

■ Supt^ib GdrrYiin q'aphcs & musk: ctarnas' 

■HoeBtrTRowc ^wmusic kaleidoscope - 
TR^Ci1afli1a£l!iCderj1Qa^ tifW disk. Ovifr SOgrearl 
wreB! 

YIDEO BirTZ CIMKE only) 

■ Spectacular 12BN dema! 

'THt TOP PART 3 - Dulaiflj^ifig PolBh da^oa! 

[nGi PiK ■ CiassFC cars and oorgaoua ftrtB. EjiceteriL! 
'UlRACai'POKEY EJfSPO P 
fiijnijfhdemK. Ir^jm Hflllarxl! 

TOftPRC F^nlas^c word pnooeBiDf Osh Mtn does! 
'’DCTERH Mikiii dnvi^n c^rnmE pecl^SQ?' 

DAISY DOT II 

■ St-piffb Letlef Cijalily prinirig p:idk^n:l 


DRAFER PA^AL 

fK-MTimprciai lariiusae diBh piu& cocs' 

R-DRAW 11 o3yJ « PDigL AfItlST 
TwDSUMFp wtflnd dflsmn p6KkaBa& tOfniodBB 3 
and IS. FlYIm documnnlndl 

^LOADED BRAIN 

Graj^KLaly j;upa±i ot CDm^nnlT^kinl 

TACTHEK Siar Tr&k amulabDifi virgnn in Fprthl 
PARADOX 

- Taid sdvbniure-with Full mkiur dt^iNcs! 

ALIENS a DANDY DUNGEONS Bar.ndtin Ihi: Fill 
rHOvie! Twd aicadif ua ntfL' ptayrd GaunlkiLi&^e! 
TETRIX, SCRABBLE & WHEEL OF fOfllUNE^ 
OameB ^'or INirkeft! Ei^l bn Taris ptus Iwd rnulU- 
piayef ao^dflaTBs! 


ROBERT STUART, 21, STRONSAYWAY, BROOMLANDS, 
IRVINE, STRATHCLYDE, KA111HZ, SCOTLAND 

All cheques/pastal order$ EO F?. STUART 


The/oIIaiuma bacK issues of 


NEW ATARI VSER 

Issue 31 
Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 


ore sfUf available 

Issue 43 
Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 
Issue 53 


DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 


BACK ISSUED are £l.T5 each In the UK (tno. post A packini^, 
£2n40 forKurope or surface mall elsewhere and £3. SO 
for Air Afail outside Europe. Prices Include postage 
ISSUE DISKS are for an^ 4Sl£ or €4h S-biC Atari 
Each disk is £2.05. Foatage FREE in U.K. 

OvETseas odd £1 per order (any number of disks) 

Send your order to 


PAGE 6, P.O. BOX 54, STAFFORD, 5T16 IDR, ENGUND 
ACCESS and VISA accepted. Telephone 0765 213926 
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Just m few llii«a to say what 
a pleasure it was to see you 
and the PAGE 6 c row at the 
AMS 5 show at the Bindley 
Hall. There was brisk trade 
on the stand and many bar- 
gniiis to be had. We hope 
that you made enough to 
swell the Page 6 coffers to 
buy each other a well deser¬ 
ved drink afterwardlsl 
It seemed to us that every 
other person was carrying 
something to da with an 
Atari! Derek Pern on the 
Micro Discount stand next 
to yours seemed to he doing 
particularly well, as my son 
had to practically fight his 
way to the front to collect 
some advanced ordered 
goods. He also bought a 
65XE {expanded to 12Sk) 
from another stand for £30^ 
Dean Garraghty was demon¬ 
strating an Interesting 
sound program and Gralln 
were selling an exciting 
amount of hitherto elusive 
hardware (whereas It all 
been hiding from us!). As re¬ 
gards Gralln we heard some¬ 
one on their stand saying 
that they now owned the 
lights to 2-Bit Systems 
programs and would soon 
be marketing them. Needles 
to say Quj money was all 
exhausted hy lunchtime 
and we were unable to stay 
till the end, but It was well 
worth the 200-odd mile 
round trip. It always bafQes 
me that Atari as a company 
would want to miss out on 
all this obvious enthusiasm 
(not to mention revenue) 
for their own products 
In finishing I would also 
like to take this opportun¬ 
ity of thanking Sharward 
Services for organising 
another good show. Hope to 
see you all there next year. 

Richard & Matthew Preston, 
Winslow, Bucks 


It was nice to see the S-blt 
Atari so weU supported 
compared to what I’m used 
to at AMS 5. There also 
seemed to be more people 
around the Atari stands 
than others. There were 
bargains galore to be found 
although you had to Hght 
your way to the front ofi 
some of the stands. 

Although most of what was 
on show was old there was 
one new release from Dean 
Gaxraghty. Thanks to him 
for the demonstration of 
Digi-Studio. It allows you to 
play music with real sounds 
recorded using 2-Blt Sys¬ 
tems Replay cartridge^ 
Althougb I have not had the 
ohance to use the program 
myself, the sound quality 
was superb and very realis¬ 
tic. He should be congratu¬ 
lated for his continued sup¬ 
port. Hopefully his second 
package for Digi-Studio will 
he available soon. 

AH the people with S-bIt 
stands should be thanked. 
Page ft, Gralin Internation¬ 
al^ Micro Discount^ Dean 
Oarraghty and Miles Better 
Software. Anybody who is 
interested In the survival of 
the ft-bit should go to AMS 
6 next year. 

Robert Hainbridge, 

Stoke-on-Trent 


Once again my biends and 1 
made the annual pilgrimage 
from the North East to Staf¬ 
ford for the All Micro Show 
5. The support for the Atari 
8-bit computer seems to get 
better year hy year. Plenty 
of hardware and software on 
sale at affordable prices. An 
opportunity to stock up on 
my New Atari User Binders, 
also printer ribbons, blank 
disks ete^ Atari users 
should book the date for the 


next show in their diaries 
now - It' 14th November 
1992. 

Tommy Wood, 

Hartlepool 


DARK STAR 

Please Hnd enclosed the 
latest issue of my fantasy 
magazine Dark Star. 

1 thought you might be In¬ 
terested to see what 1 get 
up to with my ISOXEt 
XFS81, Panasonic 
KXP1D81, Atariwfiter Plus, 
Daisy Dot H editor and for¬ 
matter! Hope you enjoy 
reading it^ if you could men¬ 
tion it In NAU that would be 
great. Please write and let 
me know what you think. 

Rob Dyer, 

Grawsend 

Thtmks/or the mag, Rob. As 
usual i have not had liiruf to 
LDrite back pcrsoucdly bul 
have to say iNoJf: the magozu^e 
is iJKtst Impressive. If any 
readers ore inlenestcd in Fciii- 
tasg and. Science Fiction_fUnis, 
videos^ books etc. I sfnonc^ly 
recommend you try a 
copy of Dark Star. If you are 
not particularly interested 
dten J suggest that you. get 
hold of a copy anyway just to 
see what exrceltenl results can 
be achieised with a 130XE 
plixs a liltie bit oj application 
and dedicalion. It certainly 
puts a lot of Ltser group news- 
leUers ia sfmme! The coi?er 
price of tf\e issue sent is 
£L50 and fjoefe Issi^s are 
mentioned inside at £2 iriciu 
sioe of post and paeJany so 1 
suggest that you send oJj £2 
nowjbr ite latest issue of 
dark Star, just to see what it 
is The address is DAf^K 
STAJ^ Magazine, 64, Arthur 
Street. GraLiesend, Kent Ch/f- 
ques should be made payable 
to Dark Star. 


SOME TIPS 

Did you know that If you 
connect pin 5 (live) and pin 
2 (Ov) of the serial port to 
the microphone socket of a 
standard tape recorder yon 
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can CBAVB to a standard 
cassette recorder? The 
catch ia that you cannot 
CLOAD without a decoder^ 
however you can put the 
tape Into an Atari recordler 
and CLOAD It. The point ts 
that If your Atari recorder is 
dodgy on record (like mine] 
you can jget better results. 

If you have a US Doubler 
and DOS 2.0s you can use 
DOUBLE DENSITY disks 
with IBOk of storage. The 
problem la that if you have 
only one drive you need a 
D/D disk to start you off. If 
you have two drives then 
you can make your own 
fiiaster disk. From Basic set 
the Configuration Block to 
U/D and go to DOS and for¬ 
mat your disk. Use the H 
option to write the DOS 
files and away you go. 

1 hope that these couple of 
tips prove useful to some 
readers, 

H,S. Wood, 

Bradford 


CRYSTALS 

1 liked the little program 
called CRYSTALS in the last 
Issue but unfortunately if 
like me you have no printer 
the program stops at line 
23D waiting for printer re¬ 
sponse. 

By changing a few lines the 
program continues to show 
new patterns every 45 
seconds. 1 have also added a 
bit of colour to brighten up 
the display, here arc the 
changed lines 

190 SETCOLOR 1,0,15: 
SETCOLOR 2. RND[0)MSp2 
200 SETCOLOR 4, 
RND(0)nS,4 
230 FOR D=1 TO 
2000: NEXT D:RUN 
9000 REM 
9030 ? #6 

9080 ? "PLEASE WAIT 45 
SECONDS ..." 

1 hope your readers like the 
modification. It never re¬ 
peats the same patteni 
twice. 

W.H. Mor^jan 
Widiies 


PRINTING 

1 have upgraded my system 
to a 130KE. 1050 with ISS 
Plate, a 1020 plotter and a 
Citizen Swift 9 ^colour' 
printer. T find the set-up 
very satisfying but a prob' 
lem has cropped up which 
you might be able to clarify. 
How do you get Inverse 
video to at least print out In 
lettering rather than the 
Crapbles set? It is a big 
problem on listings which 
make a lot of use of this- 
I am amassing loads of 
knowledge about 8-bit prog¬ 
ramming in a rather hapha¬ 
zard manner and thorough¬ 
ly enjoying myself however 
It would be nice to even¬ 
tually put my skills to good 
use. How about an article 
on practical ways of hames- 
sing one's computer to the 
problem of becoming a mil¬ 
lionaire? 

Finally if anyone with a 
102D plotter needs to really 
find out its capabllitleSt 1 
would recommend that they 
get hold of the Victograph 
Plot Window (Derek Fern 
has some). It is amazing 
what can be done with the 
aid of the programs In this 
package. 

Jubn Perrin 
Folkcslonc 

The best way to get inverse 
video fo print out is by using a 
specia! printer dfiuerfor the 
puipose. We? use an oid com 
merchcdprogram Print Wj'z 
since disappeared^ to 
print OEit OUT lisiings and ihL^ 
will prodaee ail tiverse and 
graphics characters on a ixui- 
ety of printers. There are also 
a number of such programs- in 
the public doniain. check our 
PD Jibranj. Theprobtem is 
that most of these program 
are for Epson cornpatible prin¬ 
ters ond may not ujonk: on a 
'coiour' printer, aithonyh i/' 
you can set the printer in 
'Epson' standard mode U^ey 
shouid be okag. The other 
way to get inuer^e fo print as 
normed leilering L? to scf fhc 
dip Swilettes on yoLtrprinter to 
'ignore the eighth bil\ This is 
ajairly commonjealure on 
printers and you styyuid check 
your manual fo see if it ts pos¬ 


sible. If you can do this itien 
yorx shouid_flnd ihal inverse 
characters print out as nor¬ 
mal Sf yoEJ UJonf to use your 
printer for graphics, hou>C[>cr 
fassLiminy fhaf you. hac'e fhe 
appropriate program/ you iniLI 
have to reset the dip sLuitch. 
iV[ce to fiear about the dicto¬ 
graph Plot. WindOLO again 
iLihich T 4 Je reported on way, 
way bacK maybe arouPid' 
issue 4 or so. Certainly uery 
LLse/ut LLJith the 102Q. flnatJy 
if I ever discover the iL'ay to 
sei ihe old Atari la use to be¬ 
come a millionaire you can be 
assured that I will iet you 
know, maybe from Barbados! 


KEEP BUYING 

I recently wrote to- Hi-Tec 
and asked then about future 
releases^ They Informed me 
that they would no longer 
be doing Atari 8-bit conver¬ 
sions which is yet another 
blow to the rapidly dimi¬ 
nishing Atari 8-blt scene. 
So, is that it? Nor 1 plead to 
all PAGE 6 readers to write 
to Hl-Tec and promise to 
buy any new releases and If 
they do release another 
S-bit conversion buy it 
straight from. Hi-Tec. Show 
your commitment, it's up 
to usi 

Sue Dnn^mi, 

Glos&op 

/'m noi surprised thal. Hi-Tec 
are not doing mare Atari 8-btt 
software siru^e diey tried hard 
fo keep sec.ret the gaitu^s that 
fhey did release. I am con 
siantly osfjonished hou; soft¬ 
ware companies JaU to prom¬ 
ote their produEf.s. Hi-Tcc had 
some fabulous Ataii. 8-bit re- 
Zeases yet they aeuer seat out 
one copy for review despite 
our telephoning and FAXing 
fhern r^tdarii/r The games ive 
did review we bought ow sel¬ 
ves, once wejmally disco¬ 
vered Ihnt ihey had been re- 
ZeasecL From a business point 
of uieLU IJaii to see why we 
shouZd haiJe fo buy games fo 
reufeuJ so that the publisher 
con make money from the 
sLfbsegt4crif sales. Of course 
we want to contmue to sup¬ 
port the Atari so we feel It our 
duty to reutcLD aay seftware. 


even if we haue to buy it 
oursefues, but that's not guife 
fhe point. Ht-Tec were prob¬ 
ably dtsappointad about the 
sates of thetr Atari releases 
bid then (rthey never toid 
anyone about them what did 
they expect? Wpife fo Hi-Tec 
by all means. I hope that it 
miil have some effect but. UPl- 
fess Hi-Tec have lookea Lfp to 
proper marketing, you may 
noi have r^iuch SEiocess. 


SUPPORT 

With reference to readers 
who ask for Information 
about where tq buy software 
and hardware, I have re¬ 
cently been sent a list of 
people who are still sup¬ 
porting the 8-bit system. 
The list has some 40 plus 
names and addresses of 
software companleSi PD lib¬ 
raries etc. and covers the 
USA. Canada and the UK. 
Also the list has magazine 
publishers Including a new 
publication named 'Atar- 
iUser'i 

If anyone would like a copy 
of this list, please send an 
SAE (23omm £ L05mm) to 
STOURBRIDGE USER 
GROUPh [SOURCE FILE). 99 
BREDDN ROAD, STOUR¬ 
BRIDGE. WEST MIDLANDS, 
DY8 4LA. 

Les Taylor, 

Stourbridge User Group, 
Stourbridge 

Sounds like the sort of thing 
ive sh-oufd publish, Les, for 
the beneft of alt Atari users 
and it ivoutd save you a lot of 
photocopying. How about 
5;£?nding us thf? hsf and we 
mill pLiblLsh If in the 
issue giving you th^ appropri¬ 
ate credit. If onyoae else has 
iriformatiOTi like fhts, then 
send it in to be published. The 
Atari community needs alf the 
support If can master and the 
members c^Jusf one user 
group surely won't be enough 
to keep commercial syippori 
going. On the other hand, if 
the LTlJormaftou rEfoches setjor- 
ai ff^ousand dedicated Atari 
users all oi^er f Fie UK farrd 
overseas) tlmt's a difterent 
master. 
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N ous fhaf Niiclear testing Pios ceased un the 
pianet of Ataria, some Jtjcfcy soul has got to 
go there and clear atmy the remaining un- 
eJ;p^adt^S bombs. Guess dreiu the short, 
straw? YeSr you did! 

"The ot^ect of the game is to rnoue around the swface of 
Aiaria in your bl(u? f>omhseefcer ship and collect os many 
of die ujhtfe sgitare bombs as possibie, 7f's not as easy 
as it seems though. For a start the radiation teue! findi- 
cated by the uerlical bar on the left hand side of the 
screen) loill increase ooniinuaiiy due to the high back¬ 
ground intensity caused by hundreds of years of testing 
and each bomb has a countdoujn timer VVhen this timer 
reocfies zero it will blow up emitting more radiation. 
There are seven leueis to the game fleueLs 6 and 7 are 
almost impossible to complete) atid as lecels increase the 
number of bombs needed and the number of space oacti 
and radioactive trees increase uj/iile the initial count¬ 
down number decreases. On level 1 the count-dou;n 
timer is set to 10. For each of the next feoels Ihe timer 
decreases by one and the bombs to collect increases by 
2 untii, on leoel 5, the count-dou;n nurnher is 3 and the 
number of bombs to collect is 1S. 

To collect and disarm a bomb sinjply gutde your ship 
oLier the bomb, your onboard computers will do the rest. 
To complete the game you must collect at least 70 bombs 
and complete the leuel you toere on ujhen you nsached 
thal number. The gome is ouer ujhen the radiation bar 
reaches Its madmum ualue. Once a leuel Is completed, 
this bar reduces in size. 

The gome ollours you to select any level from 1 to 5 to 
start on, but to enable you toJinish the gome it is 
necessary to start on level 1. Also Included is a pause 
mode, acticated and de-activated by pressing the space 
bar. 


by Richard Gore 


El 1 MEM Mi f i f iii D i M w w i mimi iii mf i fWi i J i in ti m iii nf i mi i 
OB 2 REM » BOMB HUHTER » 

RQ 3 REM » by » 

je 4 REM * Richarit Gore « 

EC S REM » -----« 

BH B REM * MEN ATARI USER - FEB. « 

EO 7 REM iii t i tmnumMKHi iiiHHiiiiiii mR t m i t i f iiiiiiiiiiii 
NN A REM 

LT le DXM CLCC171,COPVS£341 

ER 20 N=«tNi=ltN2=2INB=e:UXSC=NlLEV^Nl:C0 

R-S3Z791BFLAG:::M t BCMT = K 9 |l=X0 I V = ia t BftR=l 
IS)CSAR-NIBTOTAL-N 
FY CO GOTO ZOOeO 

DM 99 REM griHt>'HInw rJ Bl m il l?■ 

VJ 60 BAR-OAR-NllXr 0AR<2« THEM COT® lOBB 
XA 66 POKE PMB»2S6+61Z+SAR,25S 
HC 70 IP B0R=4S TNEN POSITION 3,Ml;? »6j" 
aamaill-’lSOttHD N2,2 «Bj1Z<1Z!FQR dsn r 
0 30IHEKT DjSUUND HZ,1|,N,II 
ZV AO RETURN 

EM 97 REM I^M!F.NI’■ IMIJNrrN;!WlFH’tiJilM 
AO lAfl S-STZCK(N1;Z=3Z1PDKE 77^N 
ZE iflS BCNT=BCNT-l-Nt;CSAR=CBAR + Nl 
HN 110 IF 9=14 AND V>M2 THEM LOCATE N,¥-M 
IfZilF Z=3Z AB Z~BETR THEN COSUA 400 
HJ 111 XF BCNT>11 THEN GOSUB 450 
NC 116 XF 9=13 AND Y<Ze THEM LOCATE M,V+H 
1.2iXF Z=32 OR 2=BETA THEM GOSUA 410 
MB 117 If BCMTlll THEM G09UB 490 
NK 120 IF 9=11 AND H>N2 THEN LOCATE K-Hl. 

r.ZlIF Z=3Z OR Z=BETA THEN GOSUB 420 
MB 122 IF BCNT^il THEN e09UB 450 
CZ 125 IF S = 7 And K<18 THEN LOCATE K-f-Nl.Y 
.Z;lF Z=32 OR Z^BETA THEN GOSUB 430 
HG 126 XF BCMTlll THEM GOSUB 4S0 
DO 130 IF Z=1B6 OR Z=107 THEM SOUND N2,12 
3,12.N8TH2;F0R D=H TO HB+hi;hEKT D!SOU 
ND NZ.M.H.H 

01 ISO IF PEEK(C0N1=N0-NZ THEM GOTO llAOQ 
HI 200 IF DFLAG^N THEM GOSUB 750 


.IH 220 IF CBAR>4 THEM CBAR=H;G0SU6 60 
AP 230 IF PECK£7641=33 THEN GOSUB BOOR 
NV 270 POSITION H.V!?- 
LX 3B0 GOTO XOO 

AP 400 POSITION H.Vj? «6f" •' ! Y=V-M1 ! IF Z = 
BETA THEN GOSUB SOO 
UK 409 POSITION K>Vt? »6J "ei";RETURN 
V3 410 POSITION N,Y[? «6J ■■ *■! Y=V*N1 ; IF Z- 
OEtA THEM GOSUB 500 
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W? 415 POSITION H,¥:? j'1F1" : RETURN 
VP 420 POSITION K^V:? ttfc iJ M = S IF Z~ 

BETO them ODSRB 500 
KB 42S position K,V;7 1*5I RETOPN 
HJ 430 POSITION K, V:T HS ;" S H = « + N1 S IF 2 = 
e£tfl THEN 50SU? 500 
NO 435 POSITION MjYE? tIB ITI''I RE TURN 
YU 4 4? REM !:s:^ if it£ I 1111 jgiTTIT^rt:^ 

DU 450 SOUND N,IBETA-Z0I«11>N8+NZjC41-0ET 
A4N2]NNZ tOCNT-N 

RD 455 BETA-BETA-NL]IF BETA<=34 THEN 50T0 
4?e 

HM 4B0 POSITION OH.BV;? 1*6 ; CHR® fN€TA3 ! F OR 
D=N TO 9INEKT D]SOUND NjN^N^N;SOUND N 
i Nj N 
Afi 40S RETU^RN 
AF 45t REM = l = 

HP 470 POSITION BK^OV!? aSj"G"ESOUND N, 
jNZ^NOKSOUND N1^Z00,N8>N0 
BO 4?S FOR I-N TO N2*N1 
HE 470 EOSUB BD 

TZ 480 POKE 712,92 IFOR D = N TO NZlSOUND H2 
j7e«&^D+NS!NEKT D 

SO 40S POKE 712pNiF0R 0=M TD N7!SOUND NZ, 
DNIO.D+N2,HftINEKT D!SOUND N2jN,N,N3NEK 
T I 

UO 4?5 FOR D=N TO NZZSOUND D^NjH^KtMEKT D 
;POSITION BK,OV;t ttS;" “JBFLAC-N:POKE 
7l2,N;Sq=SC-HZ;GOSU0 GOO 
SM 4?7 GOTO 465 

DF 9D0 SOUND N,21S,Mfl,NS!BDMBuBOHBFNl;SC= 
SC4t46“BETft3 tBTOTAl = BTOTftL + Nl 
OL 51fl POSITION BK,BV;? TO J GOSUB BOO 

SH 520 FOR D=H TO 50;NEKT D;SOUND M,H,N,K 
OR 525 IF B0MD>=84CN2NLEU3 THEN GOTO ZOOD 
•KU 530 DFLAGiiN 
ZL 550 RETURN 
FN 5?? REM 

IM GOO IF SO<K THEN Se=N 
F0 605 POKE 656/Hi:P0KE 657jllS? LEV 
OK 5i0 PWE BBG^NllPOKE 657,22:? BTOTAL 
tCA 620 POKE 656,Ml£P0KE 657^33 1? SC 
ZI 630 RETURN 

CN 750 BKSINTCRND<N3*J.I|*5?BY=INTIRNDCN3N 
tS3:+N7 + NX 

JP 755 LDDATE BK^BYjZElF Z<>32 THEN GOTO 
750 

AS 760 BETA=42-LEV:POSITION BK^DYE? TOjCH 
R0 CBETA3 
IH 765 BFLAG-Ni 
ZB 770 RETUBIt 

FB 77? REH WISM ^fI \X%3m 
AQ 1800 POKE 707j50£ POKE 744,60:SOUND H ,P 
EEK1537703,lOj10iLEU^Nl 
CC 1B05 FOR DiSNZ TO J.B: POSITION II2,D:? H6 

«^:neht o 

01 1010 POSITION NS-H2 J NB4HII i 7 TO;“gS]M6 O 
Dell'll SOUND N,N,HjN 
LN 1015 IF SOHISC THEN HISe=SC 
CU 1020 POSITION N2+N1,14!? n6;"HI-SC0RE 
IS '*pNISC 

DV ieZ5 POSITION 1I2+N1*17I ? TOj'XAST SCOR 
E -;sc:POSITION NZ.ISS? tt6i"B0KftS DEFL 
SED '^tBTOTAL 

KU 10XQ ? OHB$CI253:POKE eS6,N!P0KE 657,6 
me 1032 ? ■^ MHWN MH NM HMW W HMM MKH M WMMMKWIfNMMW 

HG 1014 ? ** ^ PRESS \3im FOR ANOTHER G 

AME -N" 

KV 1036 ? *■ W W BNNMiCNN. MM MMMH I lMNKMKM NM NM 


S5 1050 RESTORE lOSS 

HD 1055 READ I,A;IF t-N THEN SOTO li75 
KF 106D 5GUHD H,£,lO,H61 FOB D=H TO IGlNEK 
T D 

El 106Z SOUND N1,ItNl,10,NB-HZJFOR D^H TO 
153NEKT D 

05 1064 SOUND N2^I+H2^IB^H8:FOB D^N TQ 15 
:HFIIT D 


YK 

1066 

SOUMf} i4JI. + P«Z, t + NZ + Nl j IQj H9-fl2 : FOR I 


D=H TO AJTF STBIGCH3=ff THEN GDT0 10?^ 

EK 

1060 

NEKT b 

SO 

1070 

GOTO 1055 

EH 

1075 

FOR P=H TO ttZTNlLSOUND D,RhN,NiNE 


KT D 


AS 

1060 

fi 

IF PEEKCC0N3-N0-NZ THEN GOTO 1100 ; 

OS 

V 

1063 

POKE 77jN 

AO 

1005 

IF STRIGrNl=N THEM GOTO 11006 

BP 

1090 

GOTO 1060 

BP 

1R9S 

POP SFOR D-N TO NZ4HliSOUND DpN^N 


jNsNEKT DSGOTO 11R0O 

Y J 

10 9S 

DATA 73,55,64,55^01,75,lG2jleijIZ 


3jlSlp0j0 1 

HB 

1797 

INCREASE INGAHE LEVEL 

UN 

2000 

5C = SC-*^2a ) LFV = LEU«’N1 [ BOMB=H 

JO 

2003 

IF BT*TrtL>-7fl THEN GOTO 401*6 

YK 

2004 

IF LEU>7 THEN GOTO 4066 

YG 

Z005 

POSITION 3,5!? a6;’'H0H TRY LEVEL 


11,LEO 

KD 

ZB£D 

GOSUB 606 

IN 

ZO70 

FOR D=N TO 3 

FY 

203B 

SOUND Nj234,10J10:SOUND HljZGGjlZ 


jlZ 


NH 

Z04O 

FOR J=N TO 35:NERT J 

fiK 

2050 

SOUND NJN>N^N:SOUND H1,N,N,H 

HH 

2055 

FOR J=N tp 6;HEHT J 

DF 

2060 

NEKT D 

YG 

2000 

GOSUD 3000 

zs 

2005 

FOR J=K TO 39 

BI 

2OS0 

SAR=BARTN1 

FE 

Z0S5 

IF BAR343 THEN POSITION 3, HI :? TO 



GD 

2100 

IF eAR>lll THEN BAR=111:P0P :GOT0 


2120 

UO 

2110 

POKE PMD*256+512FBAR-H1,N!SOUND N 


j BAR+23ji4^N0 

GA 

2115 

R^NT J J 

GS 

2120 

SOUND HpH,N«N;GOTO 180 j 

EE 

2SSS 

PLOT SCREEN CHABACTERS 

CV 

^006 

FOR 1=112 TO ZO-POSITIDN HZ,ll? 06 


1 it 

■p 

”*sNEHT 1 

fttU 

3B1B 

FOR 1=02 TO H0+LEU 

NB 

3020 

O^IHT CRND CN3N153 +H1 + HZ3A = IHT CIIKD C 


N3NI63 4N2 

HN 

3030 

POSITION DjAE? OBJ" J" EtIEHT I 

je 

3040 

FOR I=N TO N24CLeO-HL3 

sc 

3050 

D = IHT tllHD CNl^lSI+Nl + NZ £ A^INT ERNO t 


H3«93+H8 

ou 

3060 

POSITION 0,niT «e j I 

p« 

3070 

POSITION K-Hl,VlT ff]" 

AZ 

3000 

POKE 559,46 

80 

3es« 

S0SU5 750 

AD 

3100 

OETURN 

Ull 

3999 

net* 

HR 

4000 

SC = SC4«ilZ-’BAR3 ELEV=5:G0SUB 600 

m 

4020 

FOR D=NZ TD 11EPOSITION NZ,D:? 06 


ill 

-P 

"JMEMT D 

JZ 

4040 

RESTORE 6000 

HE 

40GB 

FOR J=itl TO 151 READ AtPOSITIpll ft2 


+ J^II29? SDICHR0 CAl SOUND N,J + 7peflft!N 


EHT 

JlSOUHD llj.NjN,}i 

EO 

4060 

FDR j=Nl TO 91READ AsPOSITIDH S+J 


.41? 

n6;CHRS<AI;:SOUND N^JNN2^10^ioi re 


HT 4 

;SOUND N,N,NpN 

MS 

4070 

FOR U-Nl TO ?SRLAD AEPOSITION 5*J 



06j CHRS CA3| E SOUND N,JHN2,12,10tHE 


NT J 

ISOUHD NfHpNjN 

OR 

4000 

FOR J=H1 TO 12:READ AtPOSITION 4+ 


Jj 0 Z 

r 06JCKR$CA3JeSOUND N^JN4^12,10ENF 


NT 4 

eSOUHD NjN«N,.fl 

HR 

4090 

FOR J = N1 TO 13ERIAD AI POSITION 3 + 


J^lll? 06;€HB5CA»J : SOUND 


NT J 

;SOyND H,N,N,N 

HE 

4106 

rgp TO 13IREAD AtPOSITIOH 3+ 


J,13:? OHB$CA3j^SOUND N>J*6j6j10 THE 


HT J 

iSOUNP NjH,N,H 

EK 

4110 

FOR J=:HJi TQ IS; READ A i POSITION (12 


FJ^IGI? »6 j CtfR0 C A3 SOUND' NrJ«7,B,10!H 



Continued ^ 
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BOMB HUNTER 


EKT JrBQUHt 


j H;BAR = 112 ±CBAR = M!8T0TAL = H 

4128 FOR J = H1 TD iS : READ A:P05JTI0H HZ 


UB 11005 FOR 1-17 TQ 113:POKE PHBN2SG4I15 

tt6; CHR$ CA) ; : 50UNI> 


12,D!HEKT X 

NEKT 


Oft llOia DL=:PEEK C550)+PEEK e5613«256 IPOKE 

KI1 4138 fO¥t J^Ri TO 4 £ Il£d0 AiPOSITIOK S+J 


DL+m^+HI, 56iPOKE DL4iljl34 

,1?^? SB; CIIR$ ClhJ J £ S811ND H ^ JW5 ^ 12 ^ Ifl 3 HE 


SH 11015 POKE SlZjKiPOKE 513,N8-N2;POKE 5 

HT ^li^OUND N,N,NjN 


4286,132 

KI4 42Qa ? il2S3 1 OtiR^ 


C& 11028 POKE 712,H:P0KE 7il,122!P0KE 718 

PK 4210 IF SOHSO THEH II^C = SC 


,34;P0KE 709,172:POKE 708,212 

EK 422ft ? " TOP ^eOft£t Lfl5T 5C0 


TB 11190 FOR I = H2 TO 22 : POSITION N,I;? t]5 

«£! "iSCt? 


S^-iNEHT X 

y€ 4230 ? Press h-itifisn To plSy agai 


tD 11118 POSITION N,H1? tl6;'^|[CC HAOXATIO 



H LEUEL ! JW-J.IJ-M" 

KK 4300 IF PEEK 1532791=6 OR 5TRIGfNl=N TH 


Cq lilSO POSITION HB.S!? 06 f "aaSS'* 5 POSITI 

tN GOTO £1000 


ON 7,7:? 86 ! ”r:tUAf JJ" 

PU 4120 GOTO 4300 


EC 11160 POSITION 3jl2:? UE^'by ritharA 3 

IR ftoae DATA ?i,a2,ft5.a*.es,76,6 


oro" 

5,04,73,73,7*,03 


KG 11165 POSITION 6,18;? ff6r *LeUEL s " ; LE 

LB G0£O DATA B9^73,65,32j32,72>55^00j63 


U 

AK 5020 OATA 57^79j77 * 60j75j59j34j67,6® 


HT 11178 ? CHR$C126?;CHR$C2531!POKE 6S3,H 

ER 6020 OATA 55,73,77,66j32.72.S5,7B.84,6 


SPOKE 657,11:? "PRESS rtiVlsli TO P1.AV" 

3,02,40 


B5 1118B POKE 6S6,HSSP0KE 657.0!? "PRESS 

FB 6040 PATA S7 * 55* 84,67,72,32 * 79 B5 j 64 > 3 


kl4I4iii TDR LEUEL" 

2,70,7?,02 


KV 11190 POKE 559j45 

VO 6050 &ATA 66,73,77p66,32.72,e5,78j64^& 


TM 11338 IF P!£:eK ttPNl =N3-i*2 THKH GOTO IIS 

9^82^32,50 


80 

OX 6050 PATA 57,79j77^73,70,71j32,03,73,7 


TS £1310 IF PEEKCC0HT=5 THEN GOSUB 11400 

9,73,32,84,73,79 


ftj 11313 IF STRXGC8I=;N THEN GOTO 11500 

QU 6070 BATA 8S,78,32,32,Sfi^45,66,73,B4,3 


UR 11315 D-D+MZ;IF D>252 THEN D=M2 

2,65,34,55,82,73 


HN 11328 POKE 711,DS POKE 7 7, N 

5N 5000 DATA 78,69,65,82,32,89,79,85,45 


YG 11338 GOTO 11300 




KH 0000 ? CHR$C1251^C253T 


TP 11408 SOUND Nl,218,NO,14 

611 0B1O ? " GArtE PAUSED " 


SL 11485 LEU-LEU + N£ EtF LEV>5 THEN LEU^ffl 

GR 8020 2 ** ---11 


HH 11418 POSITION 14,16;? tt*;LFU 

5S 6030 ? " Profs frarnR to continup"^ 


JT 11415 FOR Ai=Hl TO lOlNEHT A 

GR 8040 POPCE 754,255 


FH 11428 SOUND N1^H,N,N 

¥C ee&B IF PEEK{7e4J=SJ OH StttIGCH)=:H THE 


E5 11425 RETURN 

H POKE 754,255:^ CHP^ £ 1251 ; €08IJB 6100! 


setup start of gahe 

RETURM 


fiE 11800 POKE 559pRiSOUND N,H,H,HiSC = H£ 80 

5Z 8060 GOTO 8058 


HB=N £BETA-41 

PU aie& POKE &e&,NL:POKE 657,4:? 


PE POKE S3Z49, SZ [ POKE S7Z77,I:POKE 

3 LEU 


54273^PM5 - 

LH 6110 POKE 6S6.N11P0KE 857.25?? "milTM 


UC uses FOB l = i7 TO lUiPaKE PHO*Z5b4I+5 

fl";5C 


iz,8;hekt I 

KV UI2e POKE Ci50, HI fPOKE 6S7,15;? “r;l>US:irM 


NP 1£510 ? CHR$C1Z51 

a";BTOTAL 


NN 11515 POKE 7e8jl2lP0KE 7e3,32£P0KE 711 

AR 8130 RETyWR 


,154;POKE 704,52 

HR 9339 REH rT^gT^Ji[ 


^6 116Z0 GOSUB 0100 

SB iooee PHe=PEEKCioei-NO;POKE t*fi,PMB;EH 


GA 11680 GOSUB 3808 

B=PMB+4 


RE 12080 GOTO lOO 

UU 18010 GRAPNi09 17 


TM 19999 REIf 

NS 10020 RESTORE 20000:FOR I-NI TO 1?;REA 


MZ 20000 OATR 1.04,104,104,133,213,169,0,1 

D A:CL$Cl,I1=CHR$(A1:HFHt I 


33,212,1*8,0,145,212,136,208,251,96 

UO 18030 RESTORE 2BRlO:F0H I=H1 TO 34!REA 



D A : COPVS (J[ ,1J =tHRi CAJ : NEXT I 


FG 20010 DATA 104^104,133,215,184,133,214 

lU 10040 FOR I=PHB T0 PMO*7:A=USRtAOHICCS 


,163,224,133,213,169,0,133,212,162,4,1 

1 , IJ tJiEHT I 


60,8.177,212,145,214,288,208,249,238 

CR 10850 A = U5fl CADR CC5PV$1 ,CHB*2B61 


CT 20015 DATA 213,238,215,202,203,242,36 

VH 10188 CH65=^5H:B«25& 


EF 2004? REK *■ 

IV 10110 FOR T-CHBS+CSa^tMei TO PMP5+1 £SS^* 


HI 20058 DATA 255,129,137,137j137,137,123 

H81+7^±PQKE I,265:NEHT I!REM Q 


, 255 

XL 10128 RESTORE 20056 


Ifl 20055 DATA 255,123,153,137.145,153,129 i 

OB 10125 FOR I=CHfiS+(NOKSI TO CHUS+MMO*? 


, 255 

1+71; READ A : POKE I,AjHEHT 1 ! REH [I + 0 


HU 200*0 DATA 255,129,157,137,133,153,129 

UZ 10123 FOR CNSM321 TO Ct18S+C IR8* 


, 255 

32)47) :REA0 ft',POKE I,A:NEKT I i REH @ 


UG 200*5 DATA 256,129.137,153,189,137,129 

KZ 10170 FOR I=CHB5* tHP*-4Z) TO CttOS+t<KO* 


, ZH5 

43347] !READ A : POKE lpA:HEKT I : REH 1} ^ 


ID 20870 DATA 255,129,163,145,137,153.129 

□ 


f 255 

lU 10140 FOR I = CHBS* £H0«4 9^ TO CH85*CCIt8* 


8F 26875 DATA 255,123,141,163,149,167,129 

493+7J;READ ArPOKE I,A;HFHT I : HEH B 


, 266 

OF 18146 FOR I = QHB5CH0#531 TD CHUSICCHB-H 


KB 20000 DAtfl 255,129,157,133,137,145,129 

59>+7JrPEAD AiPRKF T,6:fiEHI liREH Q 


. 255 

ZU 1Q5O0 PEH FOR J-ZD TQ lllJPOKE PMBHZSG 


OS 28036 DATA 32,139,102,24,33,182,123,28 

^-r + 612 , 255 : Aekt t 


CJ 20100 DATA IFi88,218,218,126,66, 24 ,60 

EM 10900 RESTORE 32080:FOR 1=1535 TO 1551 


MC 2 0106 DATA 24 , *0 , 90,153,68,90,24 I 24 

;READ AiPOKE 1 , A ! NEKT I 


SE ZOIIO POTO &S,3e,Z4.S0,iZ0,Z7i,12GjlS3 

lu io?9? HEM rr^^^nsn^Efanaar^MKss 


OH 211160 BATA 0,58,56,58,124,56,16,0 

ON 11000 GRAPHICS Hi ; POKE 16,64;POKE 5377 


HA 31999 REH 

4,54;POKE 756^CHB:POKE 7b2,Hl:P0KE 553 


HI 32880 DATA 72,1*9,172.141,10,212,141,1 



8,206.163,264,141,23^203,104,64 ^ 
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HOW TO GET NEW ATARI USER 


FROM THE 
NEWSAGENTS 

TO ENSURE THAT YOU OBTAIN A COPY 
YOU SHOULD PLACE A REGULAR ORDER - 
JUST POP IN TO ANY NEWSAGENTS AND 
ASK THEM TO ORDER A COPY FOR YOU 


MAGAZINE 

SUBSCRIPTION 


For your copy of the ONLY magazine to support the 
A.TAK1 XL/XE and the one that gives the alternative 
viewpoint on the ST subscribe NOW! 

4 six issue subscription is available in the UK for 
just £12, Remember your newsagent will sell out but 
with a subscription you will never miss a copy 

OVERSEAS RATES: EUROPE f IS.OO 
ELSEWHERE £21.00 by AIRMAIL or £15.00 by Surface 
m> PKfCE mCREASE ON DISK SUBSCRIPTIONS 


TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213928 
quoting your credit card number 
for your subscription to commence 
with the next issue 


OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE AVAILABLE THROUGH THE 
NEWS TRADE - YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION FORM BELOW 


DISK SUBSCRIPTION 
SPECIAL OFFER 


Subscribe NOW for the Magazine and Disk at the 
normal UK price of £25.00 and receive the following 
FREE OF CHARGE^ 

MBBLER - A GREAT PACMAN TYPE GAME 
TIMEWISE ■ TO KEEP VOUR RECORDS 
HOME FILING MANAGER/THE PAY OFF 

That’s right! Receive ALL THREE of these 
ABSOLUTELY FREE if you subscribe at the regular 
UK price of £25 for Six issues with Disk 

+ ciUfr Avuilublr lEKTrsMs And subject to of stMk (wc tiaic pkiHy1> 


YES 

Name . 
Address. 


I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue*_ 

” insert •c^mm^n-clrig issue numbsr 


I I I enclose Cheque/Postal Order for £_ 

PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 


□ 

□ 


ORDINARY SUBSCRIPTION UK £12.00 Europe £15.00 
Elsewhere Surface £15.00 Elsewhere Air £21.00 

DISK SUBSCRIPTION^ UK £25.00 Europe £32.00 

Elsewhere £42.00 


I 1 1 wish to pay by Access/Visa/MasterCardEurocard 
Card No: 

□□□□ □□□□ □□□[ 

Expiry date: I II I r~ll I 

Please debit my credit card with the amount shown above 


^Please s^nd trw of charge the 3 items mentioned above Signature 


P I 4 P I « P 


ROST TO: RAGE ©, R.O. BOX 54, STAFFORD, ST1 6 1 DR 


You don't have to cut the magazine ^ photocopy this form, write a fetter or just phone your subscription 

































ALTERNATE REALITY 

THE DUNGEON 


WosFilm, an Alternate 
Reality JimaticJirom 
Sweden presents thejiill 
maps of The Dungeon 
together with hints on 
solving the various 
quests you will encounter 

I here pressent the full map of the Dungeon, and It's split 
Into seven sections (because they're split up In the game 
data), The four hret sections (0-3) form into the first level 
of the dungeon. The rest of the sections make out one level 
each, getting smaller as you descend Into the mysteries. 1 ve 
also mapped some places yoti normally can’t get to, but with 
my Character Editor you can get anywhere! The co-ordinates 
at the bottom and to the left are the numbers you get when 
using a Location spell or a mapstonc. At the top and to the 
Tight are the numbers to use with my Character Editor. Having 
a map makes the game a bit too simple (especially If you 
haven't made the map yourself,,.). Mapping is actually a big 
part of the fun in the game, 

SOME QUESTS TO SOLVE 

(given by the oracle of Wisdom) 

Free the prisoner from the palaoe dungeons with a slLver key. 
Get the two ring halves from the goblin aiid the troll klngn whu 
are at war. Forge them together and bring the ring back. 

On the second level, find the one Jn the room of glass. Don’t 
start off without a touch of class. 

Cross the river Stonz at midnight. On the other side awaits a 
king. Pass the seven knights who guard him to further your 
cause, 

A fearsome face lurks by the dragons lair. Answer his queries 
for a valuable ally. Kemenibcr Xebec’s demise. 

The main quest though, is to collect the Qirce pieces of 
Acrinimlril’s broken staff, and bring them back to him Msit his 
spirit at his tomb, and he'll tell you about the quest). When 
you've done this, you get a PAC-eard to use when you pass 
Death’s Door to level 4. There you ean destroy the Aliens' 
control room, and that’s all. 
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TO SOLVE THE QUESTS 

The Prisoner: if you walk around slaying a couple of 
encatunea, you’ll soon find a silver key. Enter the secret door 
on the southern palace wall. Once the prisoner Is free, ynu get 
a new spell and a stafTpiece, 

The Ring: The only way you can retrieve a rlnghaJf from the 
rivals, is to engage each king In mortal combat (flee quickly 
when done). Go to the dwari'en smithy on the second level to 
get It reforged, then offer it to the Oracle, 

The glass roomp on the second level near the north-east 
comer, there Is a bunch of mirrored corridors. Have no weapon 
at hand when you enter Uicse corridors since "dopple-gangera" 
are plenty, Also make sure you have some clothing that looks 
nice and that you can get rid of (i.e. not winged sandals or the 
like). Enter the clothes horse's room and accept his offer and 
you’ll get a mirrored shield, which is essential to complete the 
game. 

The Jitter Stonz: FVom 0,00 to a few minutes after, you 
ean cross the rli'er Storui at the rivererossing. The manual says 
you should give the ferryman a small fee, and of course I 
thougfit it to be written wi th a hint of irony* but one should 
take it literally. The Idea comes from the Greek myth of Hades 
to whom you should give the smallest coin. So, pay the ferry¬ 
man about 5 coppers, and he'll Lake you across the river. 

There Is a secret door in the northern wall of the first corridor 
to the west. Behind it Is anotlier long corridor which is blocked 
by seven imdead knights Slay them all and enter the room of 
the undead king who will give you a stEilfpiece, 

The Fearsome Ftice: a gargoyle is to the right of the 
entrance to the corridors of the great dragon. He gives riddles 
you stiould answer, but I don’t know the answers (sorry...). 

But I think that if one solves all riddles you get to know what 
the dragon wants as exchange for the third sLafTpiece, and 
that’s the bloodstone. Don't try to fight the dragon if you’re not 
ejctreinely powerful. He has about 10000 HP and deathcards 
wont hurt him very much. I defeated him once (after a very 
long struggle), but naturally my character was cheated. His 
weapon made high damage in every category (a minimum of 
about l20p of damage), a dozen of Golden Homs and so on. 

To get the bloodstone: You should pass the winding 
corridor on the 3rd lt"vel, pass the rooms of confusion to the 
teleporter. You'll find yourself in a corridor which leads to a 
fountain but a basilisk blocks the way, He can turn vou to 
stone by looking at you so you'd better have the mirrored 
shield ready (secondary weapon). Neither spells nor weapons 
effects this creature, you must fight him with your bare hands 
(ft certainly took a while to figure that out!). Wlien done, you’ll 
find the bloodstone which you should give to the dragon, and 
he'll (iL’ll...) give you a staffpiece. 

X^Ticn you have all three staffpleces, give them to Acrlnimlril 
tn his tomb, use the PAC-eard at Death’s Door after passing 
the Gauntlet (beware of the dopnie-gangcr In the last room!), 
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Section O - Level 1 



Q Diroction Of acooes 1hrough watl or 
door (sonneliiries inuisiblali 
Q Two-difsctlonal access 
0 Ehtranw 
Q Treasore 
Taleponor 

0 Landing (from teleporter)- 


1. Gram's Gold Exchange '^ault 

2 . Dungeon Ohapef 
3- Chapel Sanctuary 

4. Goblin King's Palace 

5. Stainvay Leading Down 

6. The Tomb of Acrinimifil 




Section 2 - Level I 


Section 1 - Level 1 



7. Dar Rathskeller Bar ^ Grille 
S. The Rekeal 
§. Wizard of Chao$ 

10. Damon 8i Pythias Shoppe 

11. Guild of Order 


12. Wiiards ol Law Guild 

13. Blairway Leading Do we 

14. Palace Entrance 

(requires Palese disk) 
1$. Paiace Prison 
16. Thieves' Guild 


Section 3 - Level 1 



17. Stairway Leading Down 19. First Cily Bank's Vault 

16. Healing Fountain 20. Light Wizard's Guild 



21. Oracle of Wisdom 24. Siairway Leading Dawn 

2Z, Dark Wizard's Guild 26. Weapon Enchantress 

23. Troll King's Palace 
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Section 4 - Level 2 



26. Stairway Leading Up 

27. Paladin’S Guild 
26, Dwarven Smithy 

29. ClQtfies Horses's Room 

30. Sia^rway Leading Down 

31. Cleanso Disease Fountain 

32. Mercenaries' GuikJ 


33. Hivar Crossing 

34. Lucky Poll on Brewery 
36. Undeed Kind's Palace 
36. Wilderness Enlranoo 

{requires Wilderness disk) 
$7. Arean Entfance 

(requiras Arena Disk) 


sijid you'll And yourself on level 4. Find the Aliens' control room 
and enter with the Tnirrored shield in hand (j^ou H find out 
Use the elevaLor to go up again. Finished! 

OTHER TIPS 


Don't be greedy, kill for money or treasure or ttie like! 'That 
will soon make the Devourers coining, and that's not very 
funiiyf If you find yourself attacked by a surprising lot of 
Devourers, generate a new character! 

There's a Mapstone at location [N28:E59,level 1). Works like a 
Location spell, veiy handyF 

If you need a rather good weapon there is one at (U23:E60 , 
le^^el 1) 

A crystal breastplate is at (N23:EBp level 2). 

Do NOT go to (.N57:E3S). If you do, a l^adsto-ne will fall onto 
you. You ean never drop It, and It'll make you tiiunobllized! 

I'm not sure 1 remember the way througli the "three‘door- 
puzzle” starting at (N33tElS). but I think It Is: middle door, left 
door, left door, middle and middle. Use the mapstone frequent¬ 
ly to make sure you took the right door. 

If you happen to have a character wlUi an e>rtremely good 
alignment, you're supposed to be able to get to the chapel 
sanctuary (otherwise you could easily place your character 
there with a litUe cheating. T did...). If you can. do pay It a visit. 
It's a really nice place! 'fhey give you a ... (surprise!^ 

Well that's all Tm giving you. I hope you'^^e found some useful 
tips, and that you like this amazing game as much as 1 do 
[would it be possible not to like It?), liappy ad\^enturing! 


Section 5 - Level 3 Section 6 - Level 4 


€ 

1 

a 


2 ^ ^ g 



4tr 


T 




_r 

3 

. 1 




Mf 






M. 


"r 


T7A 


13 


it? 








(iiJ 


2 









Pi 


a 

i 


38. Stairway leading up 

39. death's Door 

40. Fearsome Gargoyle 

41. Great Dragon’s Laii 

42., Remove Fatigue Feuniain 

43. Elevator 

44. Galeway To Revelation 

(requires Revelation Disk) 

45. Alien Control Hoorn 



THE ALTERNATE REALITY 
CHARACTER EDITOR 


WosFilm’s Alternate Reality Character Editor is a machine 
language program not suitable publishing in the magazine 
but the fully working program is on this issue's disk. 

The program is simple to use but you need to know a 
little about how AR stores its character data, Your charac¬ 
ter has a checksum hidden somewhere so if you change 
anything on the character (for example with a sector 
editor) the game won't load the character. To bypass this 
you can increase one byte only if you decrease another 
and vice versa, so that the checksum remains the same. 
The Character Editor always uses the bytes which tell 
how many experience points you have to have to increase 
the character’s level, so there is always a limit to how 
much you can change a character. 

In essence the AR Character Editor is nothing more than 
a highly specialised sector editor but it is the only safe 
way to enhance your character in Alternate Reality. 

WosFilm 
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U/IETVPMM 

LASER 

INVADER 


Colin Lennox presents a neat 
quickie - simple to typCf simple 
to play but quite addictive! 


Tills simple Eircade game shows that you can write au addic¬ 
tive game with miniirial graphics and in only eight lines of 
code. One big advantage is lhai it will only take you a short 
whlSe to type It inf 

Once up and running you will find a laser beam streaking 
towards the and It is your task to precisely intercept it 
using the joystick fire button only. You mtist hit the 
approaching laser exactly on the end. If you fire too early and 
miss, the laser will bounce off your beam and you get another 
chance. If you are too late and miss, the Invade land s and the 
game is over. The game is also over if the Invader makes It all 
the way to the right hand side of the screen and ovemjns your 
laser pMost. 

You receive points depending on how many shots you've had 
and what level you are on. The maximum score Ibr a single hit 
on any 3wel Is 4,00D points. 

At first the game looks too simple and the graphics are very 
basic, however it Is quick to type In and is surprisingly addlc- 
live and frustrating. 

Enjoy itT 


El ± REH WW H WW H imWl l liliWKI i MMMMM M MMWWWK I ft HI f W 
UX ? flEH « LASER * 

RO «EH » by » 

HM 4 MEW * Colin L^nnox * 

EC 5 REM «------ w 

eH & M HEM ATARI USER - FEB. 1992 « 

EO 7 REM W i fWMWit«HX rtM .RWW IIII l lil imwWlcwxMXK>iaM 
Nli 9 REM 

CU il POKE fl2,0sHI=0 

R(l 12 GRAPHICS ISiSETfiOLOH 0,12 j S ! SETCOLO 
R 2,12,0 ! 5ETC0L0B 1 IS ^ IB S SETCOLOH 4,0j 
15 

OR 1^ POKE 755,0!GOSUB 6000 

NQ 14 ? ""k+ PRESS EIRE T0 PLAY LASER I 

HOADER 

RS 15 IF STRIGt03ii:l THEH POKE ?7.flSG0T0 1 
NL 16 LEUEU=i!SC=e!A=S 

HA 17 GRAPHICS iStSETCOLOH 0,12*0 15ETC0L0 
R 2,O,4:SETCOLOR 1,?,15;BEleftLOH 4,0,0 
UY 10 SC2=ia00*LEUELSPOKE 755j0:P0K£ 77^0 
OD 30 GOSU0 0000 
f>E 62 HXCK23IHT CRHD C1J-H3J+1 
JC 64 IF HICK2=1 THEM NX0K=1 
PN BB IF HICKZ^I TMEH K1CK=10O 
FC 06 XF HICfe2^=l THEN IIICK^110 
YE 70 fiZ^IHT t«H0Ul*I.B*LEVELl fl5! A = A + ft2;I 
F A (IBS TWEft 7B 
OH 71 A=:lNTfRWI>fllMe>+5 
ZJ 75 COLOR £ 

EC 90 FOR 1=0 TO A!PLOT IjXlKEHT I 
Lfl 110 FOR TO ISSsCOLfSR 11 PLOT A, I 


LtG 115 SOUND 0. Ip 12,4 
BB 120 COLOR ZiPLOT 157,101-1 
Oy 125 IF $TRIGt01=0 THEN KK=161-IlP0P :G 
OTO 200 
FK 130 NEMt X 
Oe 199 GOTO Jie 

HZ 200 SOUND i,2BB,6,123DRAWTO 1, KK 3 SOliftli 

1j O,0^ 0 

UL 201 IF »K-X<3 AND HK-I>-2 THEN 400 
KH 200 IF HH<I THEN JOO 

TT 209 COLOR 1:F=HR-1-1:FOR C=0 TO F:SPUN 
0 0, C + I + 1 * 12 4 :flsi r^cfuneht C 
FK 210 A2 = INT tRND Cl>*LEVELi#15J+9'A = A + A2 
BH 215 SC2^SC2-C400#LEOEL)SIF SC2ClO0 THE 
N SC2=1O0 

CG 217 IF A>156 THEN 500 
OH 210 COLOR lEDRAHTO A ^ 

JH 220 COLOR 4;FL0T 157,157:DRflHTO 157pHM 
:DRANro l^KK 
LY 230 GOIQ IIR 

JFF 300 ? "HI MISSEl^ 

HG 310 COLOR ISFOR C=0 TO 1S9-E:SOUND 6*1 
+C.12,4:PL0T A,I+C:HEHT C 
YC 31S FOR T^iS TO 0 STEP “3 
4P 320 FOR 1=220 TO 255iSOUND 0,1,12,1:50 
UNO 1,1,12,1;NEKT I 
KS 32S NEKT T 
MH 327 SOUND 1,0,0^0 

IC 350 ? THE INVADER HAS LANDED- GA 

ME OVER" 

VH 357 FOR 1=1 TO 650:NEKT I 
YS 358 ? "NilUP PRESS FIRE TO PLAY 

HI-SCOREt" 

UH 360 ? SC,,,^* "IMI 

QD 370 POKE 77 , 0 : IF STRIGIOS-l THEN 370 
91 360 GOTO 16 
PL 399 END 

HI 400 SOUND O,0,e,Oi7 S 

CORE -‘;9t2 

PK 405 FOR D=1 TO 10 
UE 407 SOUiiP 3,243,12,12 
OH 410 H=lNTCRNDC13HX>#l«eOLOR N 
NG 415 PK = IMT tItltD £13*403-20 : PY = INTCRNDCIJ 
» 403-20 

HH 416 IF CA4PKl>iS9 THEN 
OH 417 IF fA + PK3 <0 THEN PK=0 
OJ 416 IF t3l3iFpy>>159 THEN PV = 0 
UZ 419 IF CHK + PY> <0 THEN PY=0 
jj 420 PLOT A,ifif£onarn'o a+pk,)I)i+pv 
EE 440 NEKT D 

LH 447 FOR 3;;12 TD 0 STEP -LS SOUND 3,243, 
L2,I:F0R KK=1 TO l^NEKT KN^NENT I 
KF 450 SOUND 3,0,6,0 
NH 455 9C=9C+SC2 
NS 456 IF SOitI THEN HI = SC 
DU 457 IF 90=1000000 ItfEK SC=0 
YA 458 IF Hl>=lD0OaOO THEN HI~0 
LG 460 7 "NllUPt PRESS FIRE FOR NEKT INDA 
DER4 HI-SCOHEf^' 

UO 462 7 SC,,,‘* 

RM 470 POKE 77p0;XF STRiGC03=1 THEN 470 
OL 475 IF LEVEL<4 THEN LEVEL=LEVEL*1 
HO 460 POKE 77,0tGOTO 17 

HS 500 A = 159:COt,0R 3:DRANT0 ft,3lSETCOLOR 
4,12,£4 

EK 505 SOUND D,0,D,0iSOUNO 1jB,0,0;SOURD 
2,0,0H0;SOUND 3,0,0,0 
ZF 510 PRINT LASCR POST SURRENDERED 

-- CAME OVER" 

00 520 FOR 1=0 TO T0 iSsSETCOL 

OR 4,Ip4;NtHT J:NEHT I 
VV 530 SOUND 6,0,6,0 
OK 540 SETCOLOR 4,0,0 
do 545 FOR 1=1 TD 1 

HH BBC 7 '*N+lllP PRESS FIRE TO PLAY 

KI’’SC0REf** 

UH 5SS 7 BC,, ," "j HI 

RKr060 POKE 77,0:IF STHIG«0J=1 THEN SBO 
SI 570 CDTO 16 

US 3340 7 - PRE65 FIRE TO PLAY'" 

OK 5000 GOTO 5000 
YY 6000 COLOR 3 

06 6010 PLOT O,0:DRAHTO 159,ejDRAHTp 159, 
159;DRAHT0 0,159IDRAHTO 0,0 
AT 6050 RETURN 
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You came to the West to make yoLtr/ortune tjut sojdr tt 
has been an endless qjcie of card playing, drinking 
u;hisky, eating Ije’ans and shooting the numerous people 
uiho said you smelled. 

Ho twuer, your Itiofc is atouf to cl\atige. It is mmoured 
that a cache of gold coins is liidden sometofiere in Indian 
territory and the treasure is there for the takirm - ujell 
aimosfl Just don't let the stories about the man-eating 
cultures and the terrors qf the desert defer you. Okay, tt 
could serioiisly damage your health but uihat kind of 
cowboy are you - lily iiuered? No, of course not! So, plug 
aJoystick into port l. get your spurs on and ride into the 
West, 

Oh! Silly me! I forgot Vbu can't afford a horse yet. can 
you? How about a sponsored Loalfc? 



Bill HalsalVs new arcade 
style adventure proves 
that the Wild West is as 
challenging as ever 


PLAYING THE GAME 

Use the Joystick to moue tlie cotnboy* To open djoors, kill 
vultures etc. touch tliem u,'hilst ftoldtng the correct object. 
Tb pick up or drop oEyecfs position the cowboy appropri¬ 
ately and press the joystick button. 

I^ss the button to reincarnate after death, preserving 
the cumetit object positions. Your enemies tofft reincar¬ 
nate as ujeU tliouyh, so keep your weapons handy/ 

If you find yourself in on impossible position press 
START to begin again u;ith the objects in their original 
positions. 

Tlie game ends lohen you Jind the treasure. Ptess 
START to play again. 


TYPING IT IN 


Cassette and disk users should type in Listing 1. SAVE or 
CSAVE a copy, then RUN the program. Ttia program will 
chock each line of data arid inform you of any errors. Correct 
any errors and RUN the program again until all errors are 
eliminated. When this is done answer the cassette/disk ques¬ 
tions acoordiogly to create a boot tape or binary disk file. 

Cassette users should load the boot tape created by firstly 
removing all cartridges and then turning Oh the computer 
while holding down the START key (XL and XE owners 
should hold down OPTION as well). Press RETURN ar^d the 
tape will toad and run automatically. 

Disk users should clear Listing 1-lrom memory after saving 
and running it as above by typing NEW and pressing RE¬ 
TURN. Next, type in Listing 2 and save rt on the same disk 
as the binary file created by Listing 1. RUN the Listing 2 
program with the disk in the drive and the game will load and 
run automatically. 
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INDIAN GOLD 


r.j 

JK 

UL 

EC 

EO 

HH 

HA 


BK 

PD 

LM 

RG 

£H 

QI 

UH 

AL 

m 

flK 

KM 

MO 

BA 

ZH 

MO 

IK 


IZ 

QG 


IS 

ZH 


HY 


Yt 

RU 

QZ 

ZF 

2:0 


HI 


CD 


RN 


OR 


OH 


DM 


AF 


1 RfW 

'I REH n INDIAN GOLD « 

3 * by « 

4 REM ifr Da]1 HalsalI * 

5 REM » ---“““ » 

0 BEM M ATARI USER - FEB. i9?2 « 

7 REM M W - M M W > HC jW MMMMMMWMWMMMMHW HH KKKMK 
B REM 

14 BEH p filii m fJ JElil ^Wf JJi rfHlg 
m-.Vm:*€H:miU€jrtrvm 

lb REH 

20 DIM LINES CS63 j AS CBISZI tLINE^“?SO : CHT 

^-4B:FRAP lOOEGOSUB zeo 

3B AS ClJ ='*0'- ; AS r AS f^5 =AS 

40 LINE-LINEI^IO ! CNT-CNT4'4BIR£AD LINES, 

CHKSUM:? "CaHSEIE LINE ";LIHE 

50 CHK = USR Clblbj ftORTLlHESl,ADRCAS)+CHT 

1 

60 GOSUB 300:GOTO 40 

100 IF PEEK £1953 06 THEN ? "ERROR “ ! PE 

EK £1953 ;GltR$ CZ531 HEND 

lie ? ; TRAP 100 

120 ? ‘TDilSK OR tT>APE";GQSUB 180:IF 

K=6e THEN 140 

1^0 ^ "READY CASSETTE AND PRESS RETURN 

"sOPEN ":GOTO ISO 

140 ? -*BeAOV DTSI^ AND PRESS RETUHH'^sGO 

SUB ISO: IF KO 155 THEN 140 

ISO OPEN NL|.,ft,0,‘"DiINDlAH.0BJ«' 

160 ? »lrAS£1^65Z83!CLOSE 01:END 

188 CLOSE JillOFEH ttl ^ 4 ^ O/"K ! " : GET ttl, K 

i CLOSE HI:RETURN 

200 FOR A^lSIb TO 16SS£ READ D!POKE A,D 
INEKT A:R£TURH 

210 DATA Z16,104,104,133>204,104j133, £ 
03^104^133^ 206^104^133^ 285^16S>e^141,i 
27,6^141 

220 DATA 128,6,160,255,140,125,0,140,1 
26,6,173,126,6^201,47,200,11,173,127,4 
230 DATA 133,212,173,120^6,£33,213,SO, 
172,125^6,200,140,125,6,177,203,32,ill 
.6 

Z4Q DATA 10,10,10,10,141^123 h 6 ^172,125 
,6 p 2BBp140,125,6,177,203,32,111,6,2 4 
2Bfl DATA 109^123,6,172,126,6,200,140,1 
26,6,146,205,24,109,127,6,141,127,6,17 
3 

260 DATA 128,6,105p0^141^120p6,76,30,6 
,96,201,66,144,4,56,233,55,96,50,733,4 


0,96 

300 DLNE-PEEK £1843«256 + PEEK11831 

310 IF LXNEO DLHE THEN ? ''[MOl "J STBS I 

LTNEl^^^ IShM--H:[pfl "!EMD 

320 IF CHICSUHOCHK THEN ? III DO 

TA AT LINE ■■ J SIRS CLINE] tEND 
330 RET00M 

1000 DATA 003300202720A9008D2FO2A93CSD 
02D3A9eflDDE702050EA9300DE80205OFA928S5 
0AA9208S0B18604C183 94OA5C0OO0A^ 4096 
1810 DATA D46DlAD0A93B8D0O02684048A5fl9 
8D0AD48D1AD0A94B8DO0O268404BASB3ODOAD4 
SDlA&eA9SBBD0O02684048A90EBD17 p 4906 
1020 DATA DeA9020DeAD48DlADO6DaAD46D10 
DOA9Ee6DO7D460407OEOOe44De53040404O404 
040404040404040404040464840404,3727 
1036 DATA 0404640405002042006220417620 
A92O6D0OO2A92OgD01024C6ZE4A9OO8D2FO2AA 
95BO9D6E52EBEe2eDeF6200O262e2i,4096 
1040 DATA 382e6A2E205O33A956eD07D46DF4 
e2AZOODDAE219D005SBDAE229DOO69fiDA£239D 
eO5AaDAE249DO05BE8DOE5A902aDlD,5153 
1050 DATA D0A9018D6F02A9O0Ol>OO&2A9e3B6 
0FD2A9756D3O02A920OD3iO2AZOOBD43219DC0 
02CA10F22A9A2iA91C65BA20F£29A9,6DB7 
1060 DATA OeA25F9D0e57CA10rA2O5E2E2O4C 
21A93F6D2F02AO9EA22eA9O72O6CE4A9€O6D0E 
D460347A800eeceei4B6a2A2«ABD6D,4684 
1070 DATA 219DB657CAieF7A221DO78219D07 
52£A18F7A904OD927eA906O&942060292E2429 


2iZEOOZ7ZF2C242279fl022696C6COO,4303 
CM 1080 DATA 28616C73616C6C0O666F72002E6S 
778021746172690036736572A90eA886C6A253 
66CC91CBC8DOFBE8E058D0r460OOOO,6469 
IS £696 DATA 0000000000000000000000088000 
60000000000000000000000000000000060101 
0ioi8ioioi4eeeoeeeeeeeoeoooioi,76 
OH 1100 DATA 0D0F0F0EOF0f0000C0COCOC6COCO 
08060001000400010000000400100100100108 
000000000004004000000086808100,130i 
AD 1116 DATA 3O4O8OCO40300000301020ieOCO2 
203006000000000003042840000000000083D3 
070717175700004O40505O5464S7B7,1770 
EL 1120 DATA 03AAAAAAZAOA555500AAAAAAA8AO 
05100504101010105064501004040404101010 
10O5OO000e8484O4O45OeOOOOeO20F,2045 
MV 1130 DATA 0F03OlaFIFSFSOFOPOCOCOFOFCfC 
3F3F3F3f3r0FOOO8FCFCFCFCFCF0OOO0000060 
0000O07A000000000OOOO8A008O000,42O2 
OG 1140 DATA 0000000000000000000000088880 
030D3DD5rD3D3D6DO0C0FO5CFCF0F0C00F0301 
041046008666600000000080080000,2421 
ET 1150 data 0501018588808840404040404040 
00600088608181004848404040101040000006 
000000000000000000001415150000,940 
RJ ilGO DATA 8105545414001550400000088800 
OO0OOe0055OOOO00O56FO6O55500000000080O 
000000000000000000000000800002,571 
NK 1174 DATA 020A2A2A2A2A8eO80e8eDe6OAO6e 
7A2A2A2A2A2A2A00A000686O6O6OAOOOeeeoeO 
ooFFeeeoooeoeeoeoBFFOozAZAOooo,2652 
PG 1100 data O8OeO8OeOOOO2A2A2A0000008088 

05i5557F557F7F7F555550DD5PDDDDDD557FSS 
55eeOOOe0O58D&54S8eeoeOOOOO2e2,2934 
PY 1190 DATA 020i04048?67&8&O804O1010DODO 
O707O7O7O707O588D6D0D0D0D0D05000OO000A 
2A2A2A2eZAeeeeO0BO6660B0Be2015,3199 
GI 1200 DATA 55ftZA2AZ828Z8O40S0S0SOBOOOOO 
00104401030203036441111133223333030303 
030303020333333333333322330000,2335 
SJ 1210 DATA OOB6000656150000000030307F7F 
00000000000660603636000000000000011440 
4OlOieie4O4Oi0OS86666000004145,1032 
KL 1228 DATA 5018100401004010040404104600 
e90a0ao8eaeaFa3FBD4eioioieieieFCFBO6O6 
0aoaoa89BOlOiOlOlOlO4OO0000008,I486 

KD 1238 DATA 00800000002 AoeeeeeooooooooaA 

A 2 A 6 A 8 A 8 O 806 O 00000000000000088 eaOCXf}FF 
AEFBBAEFre3OCOfFA9FDFDA9FDee0E,4298 
R¥ 1246 DATA FreC030000eeEDB9Fr6e6F600600 
O0ft6A6OAO2666£6A000OOee2AAA8a0OO2OAOBO 
060000000000000000000000000000,2122 
m £250 DATA O60006O000SS0000000OO6866454 
00000000000000000400000000008666658505 
B56505B5B55555FFAA5555FFAAFFFF ^ 3325 
JH 1260 DATA EFEFEFEFEFEB24565524Z45555Z4 
0000880303036333O0eeee0eC0CCCCCC333333 
3FOFe3e3e3CCFCF0CeceCOC8COOOeO,4677 
IR 1Z7B DATA OOOOO60000OO0O0aO8O86606006C 
33eooco30oeeeeeo33coccr000000000000002 
OAB 008088 oe 688 eeA 02 AeAeoooooo 6 ,leei 
DR 1206 DATA 8000AOAOA888OOOO88eee30B3F03 
6F3££FFFC6F6OCC0F8FCEFFEAA121Oie444444 
iOA8eS8S2aO8OaeOOBOOOOOO66O066,3750 
FT 1290 DATA eeeOOaea0000008d666626A8AA2A 
eeA6A8282eA8A82OOAAAAeZO2O2aAAOO20Aa22 
eZOaZAAAAAAA2A2AOaO00008866&12,2794 
HR 1390 DATA 1212840424Z6F6360aDCrri21212 
65666660FC3D3C888aoa288eBaO51FlSe5O3e3 
93e949D0594e38COQQ33eFO3O3C333^224O 
RP 1310 DATA eFO3eoeOOOO63CCOOO060OiClO5D 
7F3E3El40O0000iei475040657103000000080 
003E2A7F7F7F5D4i00418666665052,2091 
NA 1320 DATA B5CBBD3252e5CC50ASOOaSCaA2FF 
A95365 Cc;EBEOIAF 0£5A5CC963252A5CB9D5BSZ 
lS693OB5CB90EAE6CC4Ci22660A207.6412 
HS 1330 DATA BDEB249D4656964a5B9D505B9D5S 
5BCA16EE6OZ0D22720D72720DC27285827A56A 

contlnuea ^ 
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INDIAN GOLD 




BPSCZgaSBZ£?GLFOD3Z079ZGaSD£Z?^ ssee 


A5B491CB6O2Ofi326A974B5a9AOlFB9762B9900 



KA 

1340 DATA 02Fae320A92GA5B22^O4F0e3Z«eB 


5B6610F7A97O05B4AZOZA01620A227^ 53 98 




26ASBZ2?08F00I20tB2G60A200A?0085B4AB14 


FI 1610 DATA Z05O334CS529051SiDD535D51505 




2e0227CacaCOit&0F700A^l04C7B2£,4^20 


00404e4O4O4O0OOOO5O5e5O5O103O30F4O5O5O 



QN 

1350 DATA AeOO200AZ6AeO24C9A2GA3ea85B4 


545554;$0F0200326AD7562D01FAO1F, 307 9 




AZOA2e?O27EDEOl^DOFBOOAO2C2B0A2GA02E4C : 


ZC 1620 DATA B99AZ599O05BeOiOF7A97085B4AZ 




9A26A0C48DC702A?FFA21FDD60^B9D,5436 


0AAOiezOA227EOEaEO12DOF72B58334C3529ZO 



UC 

1400 DATA EO5BCAieF7EaA'^£€?D0e537D0OO4 


B3Z6A01FB95A2599Q0500610F7A970,5642 




9DOO5O^DOO5&?DE056E0D0FeAOl22O4O27CeiF 


QM 1630 DATA Q5D4AZ0EAe2O2OA227A973850406 




DQr?AZOfiZ016Z7E012DeF9A6aaeDSC,&1D7 


E82O4B2BEa2O402B4C3529ZQB326A01F69BA25 



OH 

1370 DATA 2885BZ20OlFee3205627A5B22?D2 


99SO5B88ieF7A9F085B4A200a0DO20^5140 




FaaX2a74Z7ASBZZ?a4F(]0 3Ze6GZ7ASDZ29D8Fe 


JK 1540 DATS A227CaC8£OlOD0F7E8E009DOF0AZ 




03206A2760A?F885D4A01220A22 7ft0^ 4606 


06A0182OA227A2Q8AD7G5ZfD0ZA9F065B4ZOA2 



MO 

138Q DATA 1C20A227A^#0OOD4A©1420A227Ce 


27A9E20SC&4C35292O&3262O7O2CAO.6O4O 




CaCGlCDeF7E6E86eA?EaaBB4AZGaZPAZ27A212 


Ey 1650 DATA 1FD97A2&99BeSDaB10F7AZOlA92A 




2O AZZ7A?0OQ5B4A2OA2DA2 2 7E0eO£OJ 58^6 


8D6E2CA9388D6F2CAC6EZC2O7O2C2046 2DCBC:a 



TT 

1396 DATA lZD0F7CaCa&eAZaaZGlGZ7E0eAPO 


6FZCDOF4E8CEeEZCEE6FZGAD6F2CC9,56M 




F36OA2122Oi62?£DlAD0F06OAOe0ZO3627C014 


ZK 1660 DATA 4eD0E3AD72S2F00:S28eB314G3529 1 




DeF9BeAeiCZe36Z7C03aDaF9G0ADXF,5447 


0OeeADOAD229O31669FOa5B46OA953a5CGA000 



IK 

1400 DATA D0C?06F0OAOD84O£DOF4ADB402Fe 


e4CBBlC6C9eCD0O4A9Oa91C8€aD0F3,6104 




rSfiOZOFDZS A5B491CBCaE 6044504 71CllCeB4Ba 


GJ 1670 DATA E6CCASCCC956DeEB50ZOB3Z6Ae0F 




eeZ09e27E8E6B4E5S4Z09DZ7CeB4Ce,7304 


D9GE£4990056a010F7A9Fi0BB4A21OA014204B 



LH 

1410 DATA B4C060A9EG8SO4ftOOOZSAZZ708C8 


2BC0C0iCD0FOE8eO14D0FlC604CAA0.7023 




CO30D0F76OA;»EBB6B4 AZ0ZZ0?0Z7E8EeiODOFO 


ON 1660 DATA 142046Z6AO10ZO4O2BE010D0F1AD 




6eAZ004CB327A21V4CB3Z7A00OZOC3,D2Z4 


745ZF00320E61i4C5629A0O7A9SS99F85BB810 



OK 

1420 DATA 27AO024CC327A02C20C327A02E4C 


FA203C20fl9FFeD405J4C:SSf29AD0AD2^ 5010 




C3272e4E33e&ZFeZ85CFZ05833ZeZ138ZeeAZE 


TG 1690 DATA 2903AAftDFOZCOSBA4CF129221C21 




A9O620FF2DA9O48D922e8D04202O9A,4165 


2ZB5O3050905C060A0l9B9262D99aCSZA91799 



ES 

1430 DATA 212OZEZ6A5BAC91E100SAZeZZ06D 


ftA52A90C99C05Z0Bi0EDA91AfiDB352^ 55 90 




334C272aaZOlZOeD33AGBABDSCZ81OOeZ00Fza 


ZZ 1700 DATA A9eE8DD15Z600OOlD0O0O2O7O304 




4C4eZDZ9eeFOlE27Z0rei4AO07B?P0,40ZZ 


090A0D11131419Z7irZSZ?ZO2E3O^13ZlDOOAZ 



HL 

1440 DATA 2455406B55485B555O5B555QSB08 


O186G9BD8C52G5BAD0i06AOA0A05B4,3260 




1OEE2O43Z64C36252BB3Z64D35Z5O0Z4O64CZ6 


ZT 1710 DATA BDAA62A00DC852AAZ0AZZ7E6C9A6 




Zaa443C&ZSBEC30A0D84858F060987j 3987 


C9E01ADOE160O06E6F7400696E670173706164 



HF 

1458 DATA 09O7e9BD8BZC0S808e8e85078080 ’ 


G50Z7365G56473O3&Z&56154730462,5495 




80800680608OA4450OO58484O38BOBOBO5ABBA 


KU 1720 DATA 6F6174050A616D0e6A6172067761 




OAAABDA3288DA1ZBEBDDA3Z88DAZZSM@01 


74657200626F74746C6507037Z6F77626172aa 



40 

1460 DATA 4C0OOO3D253D25^D2^^D255D253D 

, 

68697465096BG5790A626F6E650B7O^4240 




Z?3E2530 2^71f2ft3fDZ?AEZA7S2A3D2D3D294225 


KJ 1730 DATA fi970B50G77056S64OO6O696C6C6G 




2?ZC532B3DZ51DZ5C0ZB^A2^^DZ53A,275± 


72ftD617065OE63726174650F776O69736B7910 



bm 

1470 DATA 25342A5G2B3D253DZ543ZAF1Z545 


G3686109721164796E616D69746S12,4381 




7*6^2 D:iD254F7AED7CF125ED2C3D2 5642A6A 2A 


PO 1740 DATA 6OGE696GG5136G6173730F146Z6F 




5BZftD82€ JDZ5ED20;j&2^46254A253D,3859 


7700615^04000172726F771567756E166G6F57 



AD 

1480 DATA Z5E9ZB3D2?3DZ53D25AD0AD225ir 


177761746572e0646976696E657216,4342 




33E5 0JC7OF6H^6^O20AAOAD0AD2:290F38E90S90 


LfG 1755 DATA 706968196B65791A205E2EftZOeDD 




F61065OieAAA4CA227AE^325AC342^^4339 


512E9DO66ZEeEOODD0FSA40B8C6£Z€GeeG6FZG 



RH 

1450 DATA 4CAZZ7O0OOZO4OZDA93FSD2Fa260 


AB00B9G4ZD€D6EZGFO04CBD0F560G8f S70G 




A?03DOOAA5eZDOO6A?O4POO2A5DlDSCF^OB^^G 


PF 1760 DATA E8B9642DCD6F2CF0O79DO652E029 




A5O0ft&79eOE?^99Efl5:3CSD0F7Aaa7B9,4893 


DOEF6O2Fe26A656374OB68656C64OOlDA0009S 



05 

IBAA DATA 062499806055886000D62450005D 


99O052C8C030DOF0G0A2000A90005O,5319 




555S5»O9E9Z999BO6B9908S099CO6099CaSDB9 


C6 1770 DATA 9D0OSDE0D0F760A6O1AOO0O44D98 




DEZ4 55AO5B55A8S88010D3A972D5D4 # OOlD 


9DF85B9DF85CE8C8C0Z4D0F4A2O0A4B16DOA25 



FR 

1510 DATA ftZO6AO0b209027CSC8C023D0F7Ca 


99O05GBDEDZ599OOSDCOEOE0i0D0EE,7021 




Ee0€rD0FOA970S5B4A2OCA0ae2O902 7C&C8C022 


CF 1780 DATA ADD9ZED02AEED92EADDe2E490iBD 




D0F7E0EOlZDOF0A974O5e4AO17A2OE,6671 


D82E88A20ZADD0ZeF00DBDE72599Oa5C88CAia 



HI 

1520 DATA 205027E8e0l2D0F8A97680»4A2fiF 


re4GGFZEiIDEA2S99005C88CA10FGAS,6188 




Aei02OA227A01E20A227A97A85C8AGCFBD6D52 


YH 1790 DATA O0OD00D08DO1DO60000OA905BD1G 




F0032eZ3314C3529FFFFEeEBEOEaFF,&36S 


0ZADlG02D0FB6OA9006DD92EaD?90ZZ9OlDOO3 



GJ 

1530 DATA FFA9iC2OFF2CA5BBC90SF005A283 


20132FaD76O229O2DOO3ZeiDZFAD70,4241 




2a6D33A01FB5EE24996O600816F7A9EC65B4A9 


ECt 1000 DATA 022904DOO32020ZFA67eO229e8D0 




19fl5BDZ005Z5C6O&A00DDaF7A20a2fl,6D38 


O3Z0332F6OABB13OE9084C202FA5Blig670B5D 



Vlf 

1540 DATA 2aZAAZlDZTIZA2A4e3629AO022OA2 


44ZFA5eO6D432F4C45aFASBa38E904,4112 




Z7AOZD4CAZZ7Z0DZZ72eOC2720^627ZflA52G4C 


^P 1810 DATA 4C382FA5B018G9O48D432FA5B18D 




FlZ9ZODZZ74C642A20D2274e6E2A2O,1926 


442F4G452F8e0flAD432F€525f0ZlC9D4FO2CA& 



FH 

1550 DATA DO2720902G4CF12920&2Z7ZOD727 


442FC910F034C9EeF047A5GFF0OAAD t^6Z4 




2OE6Z74GF1292OOC274CFi292lJD727208B264C 


EE 1620 DATA 442rC990D0O34€55Zr4CCA2F60C6 




FlZ9a916Z0FF2CZO4326ft9C08&C7D2,*9Z1 


BA2OF027A9D085BO8D432F4C772EE6BAZOF0Z7 



jy 

IGGO DATA A900A03r996O5BBBlOFAA0lFO90E 


A92G85B08D432F4G772EA50A3BE9O5j 5621 




2G99GO5B8B1OF7A51E05BDA7ECB5D42OO929A9 


HJ 1030 DATA 65BA20FeZ7A9DOO6BieD442F20*ft 




Ffl;86B420O929C6BDD8EE4C35Z9ZOB3> 5639 


2E4G772EA5BA1869O505BAZ0r0Z7A5GFFOODA9 



GM 

1S70 DATA 26A00FB9CE24970g5BB74AZ599$O 


7C85B08D432FA9A885B1DOOZA91605,5706 




5BOO10F1A900A8990053990054C&DeF7A09eA9 


0H 1040 DATA 0lOD442f206A2E4C772EAD432F38 




ECaSBi4992F5GA9E899CF5508D0FlA2 54 55 


E92O4A4AOD3429AD442F38E9184A4A4A0D3329 




1500 DATA 08A01O70A227£O20A2Z7AZ0AAei9 


AE33Z92aFD25AC3429BlCB85B5C8B1.4020 




2«^A22 7CBDOlFD0F8A20CC820A22706C015DOFe 


DO 1050 DATA 0005136961 e692FA6B±CB85B7C0Bl 




A9F2OSO4A2ODAO162a*B20CACBCOlC,5596 


CDO5B8A20005B5301GG960ieiBEO£OO4D0F3AD 



OA 

1698 DATA DOF7C8E&B4E8204BZBCBGOZ3DBF7 


432F05B00DOODO6D61DOAD442F8SB1^635& 




A970e5B4AeiCA2OC2O4B20FOEOllDOFOA97Aa5 


Kll ia«D DATA 4G77ZEA9BZ05C56DA9OO85BBAZQB 




CBA705O5B?AOlAA9FEO504A2i12048^6069 


9D7O52CA10FAB5CA2e6A2EA9ie85BA26FO2?£0 



flJL 

1600 DATA ZBE6B4ft2112O46204C15292OFD25 
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Issye 54 - New Aiari User 





















A?0O85BOi!l9B(!aSBi 20772 E8D1E^ 5:3 92 
NZ 187il D06eAD84O2FaO34€Oi030fll>EQ3ePO 

7AaSO|QDE03O2eE330A2a0a5B510&CC3581O68 
E8E0e4&Dr3A2OOB5D5C9O41O0DCAE0.5031 
UB 1880 PATA 04AOPSA90eSD78524eA03e4A4A8D 
7852aA8PAA528D3429BDC8S280332303009080 
5220r03O204e2DA903a58FA5eBFO21,5448 
RU 1830 DATA AAA0E1309PflAS28D3429& 
0852803^29AS8A3D8CS20888OAeA8SD420£A23 
AD7852e5BB20l62S60A?00eD£O30^0,S473 
GE 1900 DATA 000000A581OD442FASB08D432r20 
CA2FAD34236DE13OAD33238&E23O&0AE3329AC 
3429A9O085B44CAZZ7A2OO8E2231B5 j 4783 
13ie DATA B5237F18033OBO00E0E004D0F2&D 
EEZZ31BOOOA2OEAO17Zfi0331A21OZOO3314C4E 
33A8CFF03DAACAA5BBDDSF31&Oi3A5.5307 
FA 1920 DATA 8SC974DD0D3DeES2E003Fe072OZ3 
3120DB38ee2e3X38204B3fiA9BttaD?lSZZO5e36 
A24-5BDSC373DO88 2Cfil0F74C3E380D,4474 
H»K 1930 DATA 091^«7ASDAC9DAFB2DC90FFO57C9 
08F01CC9lOr0iBC913FOlAC9ODF010C91EF043 
D9£aF00SC9l«FD7B804DZD^Z4O8B3Z,S453 
ZA 1940 DATA 4C7D324CBe3ZA5BBC91OF00DC90E 
D023ASeSe9FFAOlD#CBFSiASBSD9FEDO14A900 
8D7aSZZO E33DUEE23OCEEZ3020AG^0j 0256 
tin I960 DATA 20CAZFe®ASDDC9ilD0r92O0A31AD 
22^1F0F12OEB^1Z01B2F4C^138A014A20A2007 
3iEBEei4D0r0CgceiBDaFlA5BAC70Fj.S6Sa 
EP 1960 DATA Fe088€745Z4C0B3ZBC7Z5ZZ0402D 
aeASBBC?03D0r9Z00A31AD223iFOFlA2OAA01E 
Z00331E8E01iDOFB«E75^Z88Z00A31j 5038 
AZ 1970 DATA AD2231D00720S£2C20i02E6O2fl5E 

2EA0iFB94B3Z99O85208l0F760266Jl646S6400 
6E6F746B007708898388OO7ZO581&4,4067 
PR 1980 DATA 730O35OQ0DZ&3Z00Z3Z1ZCA5BBC9 
17D0OBA01FB92A2597aeSB8B10F7OOAEBE5ZEO 
ieDe33A2O2AQ182 003 31Z0E330A2e0M281 
lift 1990 DATA 8E8E52A98485OS206930A01FB9ZO 
59OA99205Ba810F&AECA52ACAC5220O331CAA9 
7085B42OA22780A5DBE90£D01€A5D0.5539 
JL 2000 DATA C9BeD01&A5BlC998D01O2O5E2EAO 
lCB9DB3299eA52S&10F784€A503765eC5Cee64 
6FBE65ei,0a34606500676F6O640069,5005 
DK 2010 DATA 7300798F757Z7301A5BAC90FF0DC 
A513D0D0007252E613A90A8SC3602OS0332021 
3eA9BC:SD02DO A 9 lE8&C2flZA9 AB8D01 ^ 5533 
HA ZOZO DATA DZAD0ADZZ?07AA8DO0D25D463^aD 
A85EAZ18BDo25E9000SEe0D0F7ADO20249lE5D 
C2B24CF2380102040808102040A203j 4777 
ZU 2030 DATA A90#9^85CAlOFBOOA9008D7BB28D 
7AS2A9a0AA9D005E9D005FE8D0F760AD0ADZ29 
03F027OE7B52BD8{l5ZDOlFEOOOFeiB. 5741 
LH 2040 DATA ED9C338DC2e28DC302ADOAD2295F 
8D7C52E0O3DOB34CF4344CDE34GOOOe228B8e0 
O0AE7B5ZF0F4BD8052DeEFAD7CS2D8^ 572S 
YQ 2050 DATA EA2O7B34AD7B52C9e3F00BALBEDO 
04A9a665BE4D0S34208033AEA133AD7D52A818 
690885B2B9£B339De85EE8C8C4B2De.5772 
TE 2060 DATA F4ADA033aD02D0800040A088SC3D 
4Z00O080606B5O3D140000020514.3ABC420000 
0101113ABCZa00206O33AEA133AD7E.3724 
GU 2070 DATA 52A810691085B2B936349D005EB9 
48349D005FE8Cr8C4B2DaEEADAO3 38D02D01889 
O88D03D06#O00103iZi93D3F7F7D7D,4927 
LG 2000 DATA 6C6444440E1580C0E0A4CCDEFErF 
DFDF9B9311£13B540e010BlA191DlFlFlDlDlC 
181404OE1580C0E8ACCCDCFCFCDCDC^5359 
PT 2090 DATA 9CBC14103854A5B13aEDA133Fei7 
90OCADal33ie&9058DA1334C9534ADAl^33ae9 
O58DA133A5BO3B£904EDAe33Fe259e.5422 
6K ZlOO DATA 1ZEEA033EEA033EEAO33AD7DSZ29 
0a8D7D5260CEAO33OEA033QEAO33AD?D5£O91O 
8D7D528OA87E5Z49Z0BD7E52AD7D52,5553 
UA 2110 DATA 49088D7D5ZAD7C52F003OE7CS260 
Z0EB348DAe33Z0EB34SDA133B0AD0ADZ294O18 
&9DQ8BADOAD2297FO9 4OeDA033ADOAj 5170 
EF 2120 DATA D2297F5940BDA13360A58AC?i8DE 
3DA566C703FO37AD755ZDO3ZAD7A5ZD02EA5B0 
C9S5D0Z7ZO5B33A9148D7A528DC202*587Z 


INDIAN GOLD 


WJ 2130 DATA A9OC0DC3OZA003B96735AA205635 
eB10F6A9948DAO338DO2D08DO3DO6OADA0333S 
E9024C4335A9039D005FESE89D0e5F.5241 
XH Z140 DATA CAA9FE9D005E806F7F8F9FADOGP0 
PD0DD0290CF01BADC2O2C9O2F010C92OFOlFd9 
BBF02EC914OOO34e443668A5BBC9OA> 5754 
HU 2150 DATA DO33EE81522OE0382O5833DD1FD0 
BOA5BBG915D04DEE825ZZOE0382058338D1EDO 
G0A5BBC905D0G9EE83S2Z0£03B205B.5671 
FJ 2160 DATA 330DlED66OZ04B38Z0Sfi36A218BD 
D9359D0652CA10F74e3E3E2775607001003468 
69730076756C74757^650062697465.4374 
BH 2170 DATA 730120481B205B36A20ABD06369D 
0652OA1OF74C3E3&26656E0070666366656401 
204B38205836A21BSD26369D0652CA,389D 
SU 2180 DATA 1OF74C3E362D858574O033636F72 
7O696FOOBDOOZee5OO7S74896E67730iZB7FZ7 
4C28 3B2O4B382O5836A207BD8B3 79D^ 374 7 
BP 2190 DAT* O65ZGA1OF74C3E36A9OO8O7B5220 
E3302BAG3eZ06A2E8DlED02eSE2E6OA5600910 
D0Z3A5Bl€99BD0F3A6BBA9e09DSC52,5505 
OA ZZ00 DATA B5BB204D36205636A2076D32379D 
0852GAlOF74C3E38C90BrOO4G9OBDO29ZO0A31 
ADZ231F058AD432FB5B0AD442F85B1.4808 
EL 2210 DATA Z0772E20483DZ05836AZ196DlAl7 
7P{t^^2CAiOF74G3£36G913D01G200A31AD2231 
F02EZ04B38205836AZ07BD54379DO8.. 4011 
GT ZZZO DATA 52CA10F74C3E36C9ZFDOIZCDBES2 
&B42ADAC52O91&D00BADCAS2C9ABD0048D7652 
60A5C6O91CD006a5B8C9O6DOO&A9eOj 5809 
IJ ZZSO DATA 8D7F5266EE7FS2AD7F5ZC969DOE3 
20463820503602180072379D0652GA10F74G3E 
36247Z6F776E6564012Z8F67676504,5043 
ZA 2240 DATA OOO48F778E0100003065726D616E 
6S6E746C79012C796E63606564B1227572e?&C 
61727^0077696C6C00026S0073666F,402B 
XG 2250 DATA 7401246660790472617465640069 
6EO074666500646S73e57Z74Ol356D00646561 
6401 A5BEF018C6BEA60FOf>60 37BD02,4778 
PH 2260 DATA 626006375DOiD2E000D004A966a6 
8E6000i000200030002400446064ASBFFO±OC6 
0FA60FBDDl370Da4D10DD4?78D05D2,S29B 
DX 2270 DATA 600e3C3C8OABABA5C4F013C6C4A5 
C44A4AAA0DEF378D06D26DF2370D01D26A001F 
0S002848A5C5F0OFA914aD00D2C6C5^ 5716 
HT 2280 DATA ASCSi&695FSD01D260A5C6FBi3C6 
C6A940^0F5a80D02D2A5O64A1869AO8D0TD2&8 
A90aAA9OOODZ95BO95G0E8E008D0F4j 65^97 
CD 2290 DATA 6020Z136A91FBDB0D2A23C8A4a4A 
BDOiOZZ0FZ30GA10F420213S6a2O2±J&A6eiA9 
0OBD9D38AD9O30186910BD9e38AD9E,4841 
Pit 2300 DATA 366D00DZA9A88D01D2AD9D366D02 
D2A9A68De3DZZe9r30CE9ES&CE9E30AD9E3lfCD 
9D38D0DCA9009De05C9D005DEaAD9D^6D74 
AI 2318 DATA 3Oa869OSSD9D36DOBC20213B6000 
OeA9O36DB538A9rF8DB436CE0438D0iFDCED558 
DOF l&B0OSIOZO9337ZOD7372009352a, 6*62 
GD 2320 DATA C8382eG83820C838ZOFZ38Z00935 
20803 72OFA3e20F5372ee93880A9'*CO5i;4BOZO 
2136A920S5C6A90e85B5a5BG85B785j. 4900 
IT 2330 DATA BSOO A9ei8DlG0>Z4CDr 2E A5C3F017 
8E06D2ADaAD229a7a9078D07D2E8E02EDa«5A2 
008E07D286C3602OAB2flA 9FFBDIOOZ^ 5350 
TM 2340 DATA AO1C&2&0FB2O062D20203aA921BD 
eF0220772EA905aDieOZZ06B35206D362OE52E 
A5CAD024205Z3a2Q323120A23320A2,39*0 
L0 Z350 DATA 332aF6^220O5S420O638ADlFD*C9 
06F0B7AO1C0 2O0F B4C333:9Z0qc3^2O 213 3A&1F 
DeC906FeA24C6C39*aO0000B0B0B0O^ 4293 


lO 18 ACM 


LOAD AND RUN AWIJMK 


FOR INDIAN COLD 


OK a;® OPEN «1,4,0,"n: INDIAN, dDJ" 

OC xe POKE 850,7: POKE 052,11 iPOKE 05X,3Z:P 
OKE 855,255 SPOKE 057,255 
5N 40 H = U5R (ADR C“Kbhj;;t.^’‘} , 16} 

BQ 50 CL05E ttl S K =U5R 10252} 
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(AND NOT SO GOLDEN) 



continued 


POLE POSITION ★ ★ ★ 

arc Atari 1964 (r} mid 

Creditable conversion of the very popular car racing arcade game. 
Yoor battle is against the dock as you try to qualify for the main 
race. High quality scrolling and realistic sound elfects abound. In the 
heady days o1 1984 people (me included) had to fork out £80 for the 
16K cartridge version. It is now available for a much more sensible 
price. 

POPEYE ★ ★ 

plat Parker Brothers 1963 (r) scarce 

Average platform game Sn which you must help Popeye collect 
Olive’s hankies whilst avoiding big. mean Bluto. Spinach makes an 
obligatory appearance of course. Graphics are on a functional level, 
but the music is worth a mention. 


THE KEY 


Star Ratlnga: 



* 

poor 



★ ☆ 

poon'mediocre 


★ ★ 

mediocre 



★ ★ ☆ 

mediocre/good 


★ * * 

good 



★ ★ ★ ☆ 

good/excellent 



excellent 


arc 

arcada gams 


game is available on tape 

plal 

plattornn gairiie 


game Is available on disk 

sIm 

simulation 

(r) 

game Is available on ROM 

strat 

strategy game 


cartridge 

ad^v 

text adventure 

bud 

budget priced game 

gr adv 

text adventure with 


(C1.99-E2.90J 


pictures 

mid 

mid-priced game 

frp 

fantasy role playing 

f£3.Q0-£a.9Sl 


game 

full 

fyJI priced game (E9.0O+) 

aro/^v 

arcade game with 
puzxle solvlng.^map 

Imp 

garne Is (or was) only 
available on import from 


ping etc. 


America 



scarce 

no price range available, 




because game is very dlK 




ftcult to get hold of 


Tfm prJe? format gisidsiifi&s 

Gam&B w^ich QTlgin&Uf BYBiidhfe t&pe and diak Fwnf 
cflrti^Wjjje pxierf Wce-wersa- TOj can sftcr the pHoe et ihcgafne in ^sr^on. 


POWERDOWN * ★ ★ ☆ 

arc Mastertronic 1987 ft) bud 

This game is hard to classify. 'You have to shoot and dodge things, 
manipulate items and work out problems. Once you reach the top of 
the vertically scrolling screen, and have avoided all the hazards and 
nasties along the way, you will meet the being who has directed all 
the llak at you. It turns out to be a giant cat! How you eventually 
dispose of him is one of the best puzzles ever devised on computer. 
Truly a gem of a budget game, 

PREPPIE ★ ★ ★ 

arc Adv. Int./Americana 1932/1987 {t) bud 

'Preppie' is a derivative of ‘Frogger’ only this time you're a young kid 
out to retrieve golt balls. It's simply a matter of guiding Preppie to the 
top of the screen, avoiding the mowers and other hazards, and then 
returning back the way way you came. Brilliant four-channel music 
and colourful graphics make this an enteiaining family game. 

QUEST OF THE SPACE BEAGLE ★ ★ ☆ 

arc Avalon Hill 1934 (d) imp/scarce 

This is the sequel to 'Jupiter Mission 1999' and it's basically more of 
the same. The different sequences range from a 3-D 'Star Raiders'- 
style shoot out to an isometric 3-D maze game. A rarely-seen 
programming technique is used called rapid page flipping (between 
different screens and graphic modes). The side effect is flickering, 
which may cause you to become bog-eyed after a while, 

RACING DESTRUCTION SET ★ ★ 

arc Electronic Art$/Arioiasoft 1986 (d) mid 

This attempt al slot car racing on computer tries very hard but 
ultimately fails. There are options galore including different vehicles, 
tracks, weaponry and scenery. There is also a track construction 
option. The game is weak in the graphics department because 
memory is used for the wealth of game options. 

RAID OVER MOSCOW A A 

arc Access/U.S. Gold 1986 (t,d) mid 

Forget about about the dubious subject matter and enjoy this quite 
good arcade game. There are many different stages, among them a 
ZaxKon type assault on enemy bases, a bazooka attack on the 
Kremlin and a boomerang fight with security robots. Graphics and 
sound are okay but could have been better. 

RAILS WEST ★ ★ ★ 

strat S.aL/U-S-Gold 1983/1987 {d) full 

Quite complex strategy game atiout the building of the mid-wesi; 
American railroad in tha mid 19th Century. Most wheeling and 
dealing operations are input from screens tilled with statistical infor¬ 
mation. The only graphic screen is a nicely drawn and continually 
updated map cf the railroad system. Good fare for those people 
who like games with subsl^ce. 

RAINBOW WALKER ★ ★ ★ 

arc Synapse 1983 (t,d) imp/scarce 

An altogether colourful, playable and extremely enjoyable game from 
underrated Synapse. This Is a 'Q-Berf variant, but with better 
graphics and gameplay. You have to colour in each of the squares 
on your rainbow and avoid nasties of various sorts {who also want to 
make your rainbow grey). 

compiled by 
Kirk Ruebottom 
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RALLY SPEEDWAY ★ ★ ★ ☆ 

arc Adventure Int. 1983 {r) mid 

This is a car racing garne for one or two players (best with two) 

containing variably parameters such as maxi mum speeds, road 
conditions, acceleration speeds, and even an option to construct 
your own courses. Your vi&w of the game is from above and tho 
scr&an scrolls smoothly in all four directions. Easily one ol the best 
I wo player games ever. 

RED MAX " ★ ★ ★ 

arc Codemasters 1986 (t) bud 

Nice graphics and music lift this game out of the 'ordinary' category. 

A four-way scrolling view of a planet surface and a character on a 
bike provide you with the main garne screen, It's up to you to travel 
about and defuse all the mines planted by the renegades. Colliding 
with any structure results in the loss of a life. 


S.A.M. ★ ★ ★ ☆ 

{SOFTWARE AUTOMATIC MOUTH) 

ut Don’t Ask Software 1982 (d) full 

A speech synihesiser on a disk with speech quality surpassing that 
of many hardware add-on devices. Tone, pilch, speed and duration 
of S.A.M. can be altered and ha will repeat back to you any words 
you type in. You can also use S.A.M. in your own programmes. An 
endearing piece of software, a year or two ahead of its time. 

SANDS OF EGYPT ★ ★ ★ 

gradv Datasoft 1982 (d) ficaroe 

An early disk based graphic adventure with a limited vocabulary and 
a srnall number of locations, but highly 'enjoyable nonetheless. The 
pictures are attractive and the pusales are well thought out. Especial¬ 
ly recommended for first-time adventurers. 


RED MOON ★ ★ ★ 

gradv Level 9 1985 (t} scarce 

A fantasy adventure with reams of text and hundreds of illustrated 
locations, all crammed into 32K. Sounds to good to be true? Wetl, 
the graphics are i>ol spectacular (although i have seen worse in 
many disk-based graphic adventures) and sometimes it's hard to gel 
your commands understood. ‘Red Mcon' was state of the art in ‘85 
end still remains a good adventure. 


RESCUE ON FRACTALUS * ★ * ★ 

arc Lucasfiim/Activision 1985 (t,d,r) mid 

Probably the only Atari gairi® ^bout 
which there is nothing more to be 
said. In any discussion of the best 
Atari games you must include this. 

Essential for any collection. 


RIVER RESCUE 

arc Creative Sparks 

You hav^ to guide your boat around rocks and crocodiles and pick 
up scientists in an attempt to deliver them further downstream, Your 
view of the game ie from above, and the screen scrolls horizontally 
at a furious rate. Strong on p^ayabi^i^y but whether it holds any 
long-term interest is doubtful - 

ROBIN HOOD ir 

arc English Software 1983 (t) scarce 

In this two way horizontal scroller you're Robin Hoed (a poorly 
defined one colour sprite) who has to shoot the Sheriff's men (other 
poorly defined one oolour sprites) and grab the gold which appears 
now and then. The background scenery and scrolling is well done, 
but the designers forgot about gameplay which is virtually non¬ 
existent. 



★ ★ 

1986 (t) bud 


SAVAGE POND 

arc/strat Starcade 1983 

Highly original game which could also serve 
a leeson in Biology. You have to guide a 
ladpole Ihrcugh his various evolutionary 
stages. Dragonflies, spiders and radioactive 
waste are some of the hazards you will en- 
counteip so you have to be nifty on the joystick. 
Unique subject matter and nice graphics are 
plus factors for 'Savage Pond'. 


SCOOTER 

plat Americana 1986 

This budget platform game is set throughout eight scrolling levels 
and feaiures your character collecting things and avoiding nasties 
(yes, very original, I know). An element of 'Pacman' is also thrown in 
because you can destroy thg baddies if you collect certain items. 
Worth checking out if you like platform games. 

SCRAM * * 

sIm Atari 1962 (t) acarca 

Fancy yourself in control of a nuclear power sta¬ 
tion? 'Scram' fealures a graphical display of the 
power station's main features, and by using a joys¬ 
tick you can start pumps, open and dose valves, 
do repairs etc. tt can get quite complex. The big¬ 
gest surprise about this one is that it was written in 
Basic! 


SCREAMING WINGS ★ ★ ★ 

arc Red Rat 1986 (t,d) mid 

This is essentially a conversion of the arcade hit, ‘1942’. You control 
an aircraft over vertically scrolling screens, blasting everything that 
moves. It could be argued that a lot of shoot 'em ups are very 
refined ‘Sp^ce Invaders'! This one's no exception, although ii is 
probably more fast and furious than most. Good sound effects 
enhance the game's aimospbere to a large degree. 



(t) scarce 



★ ★ ☆ 

{t} bud 


ROSEN’S BRIGADE * 

arc Dalasoft 1983 (t,d) mid 

A rather basic shoot 'em up with primitive graphics. Your little plane 
can somersault, dive and climb within the scrolling battlefield, and in 
your way Stand helicopters, planes and aircraft carriers. Average in 
83, daied in'91. 


SCROLLS OF ABADON ★ ★ ☆ 

plat Fanda Software 1984 (t,d} iinpyscarce 

A four-way scrolling angled 3-D 'Pacman' derivative would be one 
way of describing this little-seen piece of software. Well programmed 
and presented, with gameplay a liltle on the tough side. It's a shame 
that this was never officially released in Britain. 
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SEA BANDIT ★ 

arc Datasoft 1962 (t,d) mid 

One of a selection of particjlarly uninspiring early Datasoft titles 
which somehow ^ot re-released over here in 1986. The 'hunzting for 
lost gold’ scenario cannot disguise the fact that this is a thinly 
disguised 'Breakout' done. Datasoft later went on to ttetter things. 

SEA FOX ★ * ☆ 

arc Broderbund./ 1982 (t) scarce 

‘Sea Fo>' is a shoot 'em up set underwater, You have a side on view 
of your submarine and the enerny infested ocean, You must elimin¬ 
ate a certain number of the enemy to progress to the next level. 
Nothing new here, but it is carried out with a certain degree of 
professionalism. 

SEARCH, THE ★ ★ ☆ 

arc/adv C.S. Software/Red Rat 1983/1987(t,d) mid 

Although written in Basic, this is a thoroughly playable multi-screen 
fantasy arcade adventure. A redefined character set is used to depict 
trees, marshes, butidings etc. as you guide your character across 
each screen. It resurtaced not so long ago as part of a Red Rat 
compilation. 

SEVEN CITIES OF GOLD * ★ * ☆ 

strat Electronic Arts/Ariolasoft 1984 {d) full 

A huge game $et in the 16lh Century in which you take on the role of 
a Spanish explorer/conqui$lador/nni$sionarv. Trading plays an impor¬ 
tant pan a$ doo$ expbration of the 2700 scrolling screens. The 
gameplay screen consists of a small window in the centre surroun¬ 
ded by text intormation conoerning your army, food and amount of 
gold traded with the natives. This is an enthralling piece of software, 
with far too many features and subtleties to mention here. Don't miss 
this one by any means^ 

SHADOW WORLD ★ ★ * 

arc Synapse 1982 (t) imp/scarce 

A 'Defender’ style game for one or two players„ The two player 
version is uniisual in that it features a split screen view of the 
proceedings. In addition to this 'Shadow World' contains smooth 
scrolling and fast action. 

SHAMUS ★ * 

arc Americana 1986 (t) bud 

In a nutshell this game has you wandering around hundreds of 
rooms, blasting everything you meet and collecting keys to open up 
new rooms. 'Shamus' was almost an early 'Gauntlet' except there 
are no scrolling screens cr two player option. Colourful but ultimately 
boring. Shoot 'em up fans may like it. 

SIDEWINDER ★ 

arc Futureware 1986 (t,d) mid 

We are promised something special from 'Sidewinder' when we see 
the ace loading and title screens, but the game ultimately fails to 
deliver. In this 'Scramble' done you travel from left to right across a 
scrolling cavern backdrop of traps and barriers. Gameplay is far loo 
tough. It can even be difficult just getting airborneF As a ho-hum 
bonus there is a cavern construction set so you can create your own 
screens. 


SILENT SERVICE ★ ★ ★ ★ 

sim Mieropro$e 1985 (t,cl) full 

The ultimate submarine simulation for your machine, striking the 
right balance between technical detail and playability. Game screens 
include map displays (^oomable), conning tower, bridge, binocular 
view, periscope, damage reports, Quartermaster's Log etc. Graphics 
are great anid sound is atmospheric. 'Silent Service' oozes class in 
just about every department, 

SIX GUN SHOOTOUT ★ ★ 

strat S-S.l. 1983 (d) scarce 

This is a tactical simulation of classic gunfights of the Wild West. It 
plays like a wargame, so cannot be recommended to those who like 
action games. 'Shootout' is one of the lesser S.S.I. efforts. The 
details and intricacies are here, but the graphics are even worse 
than usual. Does this type of scenario translate well to a computer 
wargame format anyhow ? 

SLAVE, THE ★ 

ut <Mail Order Ortly) 1986 (d) scarce 

This is an ineptly designed program, purporting to be- an advantura 
writing system. The Slave’ features one of the most badly written 
manuals ever, indeed you may find It impossible to get an adventure 
to work that was designed with this system. Why haven’t we seen 
any adventures on the market that were designed using this? 

SNOKIE ★ ★ 

arc Funsoft/U.S. Gold 1984 (t) scarce 

'Snokia' is simply a jumping game set across a horizontally scrolling 
landscape. Your jumps will require perfect timing and manoeuvring 
for you to progress to the next level. Some nice graphical touches 
include a wiriking skull which appears whenever you lose a life. 

SNOOKER ★ ★ ☆ 

sim Thorn E.M.I. 1984 {t) scarce 

One of the earliest attempts at computer snooker. You are limited to 
aiming and shooting with variable power in this one (no screw, stun, 
topspin or side). The graphics are good [at least the table is green, 
unlike other computer snooker games). However, the definitive 
snooker game has yet to appear. 

SNOWBALL ★ ★ ☆ 

adv Level 9 1985 (t) scarce 

A science fiction text adventure with over 7,000 locations I (Unfortun¬ 
ately a lot of them are identical). Ycu are on a spaceship, woken 
from cryogenic suspension, and have the task of trying to save the 
lives of the other two million frozen colonists on board the ship. 


SOCCER "A" ★ ★ 

sim Thorn E.M.I./Creative Sparks 1982/1986{r,t) bud 

An early attempt at putting soccer onto computer, and it turned out 
quite well- Graphics are okay and playability is strong. There are 
many variables you nan set at the start, such as number of players, 
player versus nomputer or even two players versus computer. If you 
have an old Atari 800 and four joysticks then you can all play against 
the computer, or against each other in teams of two! 

SOLO FLIGHT ★ ★ ★ * 

sim Microprose 1984 (l.d) scarce 

A brilliant flight sinfiulator programme, one that will appeal to simula¬ 
tor buffs as well as the less serious games player. Your view of your 
single engine aircraft is unusual in that it is taken from slightly above 
and behind the aircraft. You still have all the dials and indicators on 
screen though. Graphics, sound and deplh of the game are of a high 
qualify. 


21 


ls5U0 54 - New Ainri User 



A-z&Amisom/m 


S0L0FUGHT2 

$im Microprose 1986 (td) lull 

This sequel is essentially the sarne as the original but with a few 
enhancements. You now have a re-designed cockpit controls dis¬ 
play, a map which records your flight paths, and an onboard instruc¬ 
tor who guides you in a dialogue box at the bottom of the screen. If 
you have 'Soio Flight T then this sequel is not really worth buying, 
but if you don’t then I can wholeheartedly recommend it, 

SPACE EGGS'' 

arc Sirius Software 1981 (d) scarce 

This IS a 'Galaxians' type shool ‘em up and nothing more. In 1981 it 
was considered to be good, but in this day and age don't bother. 

SPACE INVADERS ★ ★ 

arc Atari i98o (r) scarce 

Yes, it's a no-friils conversion of the father of all shoot 'em ups. You 
may want to get this for curiosity value, but don’t expect too much. 

SPACE SHUTTLE ★ ★ ^ 

Sim Activision/Firebird 1984/1987 (t) bud 

This looks and plays better than the earlier, awful Microdeal game of 
the same name. The satellite scenario remains the same, but in this 
version things are a little easier to get to grips with. The only 
drawback is some really lacklustre sound effects. 

SPACE SHUTTLE ☆ 

sim Microdeal 1983 (t) scarce 

Graphically and sonically weak attempt at a space shuttle simulation. 
Five separate phases make up the game. You have to launch, dock 
with a satellite and bring it back to earth. This is a fine example of 
Microbeal's humble origins, before they entered the 1 e-bit world. 

SPACEHAWK ★ it 

arc Tynesoft/Microvaiue 1987 (t) bud 

Reasonable shoot ’em up which formed part of Microvalue's ‘Four 
Great Games Vo 1,2' compilation. We've seen all this before in 
countless ‘Uridium' clones. Graphic detail needed a little brushing up 
, bul the scrolling is some of the fastest you'll ever see. 

SPECIAL DELIVERY ★ ☆ 

arc Creative Sparks 1986 (t) bud 

You play the part of Santa Claus and guide him on his sled through 
horizontally scrolling scenes, picking up presents and avoiding 
hazards. Once you've coNected a cenain amount you must try and 
negotiate your way down a chimney. Graphics are not up lo much, 
but there is a nice musical jingle playing throughout. 

SPEEDSCRIPT A A ★ 

ut Compute! Books 1985 scarce 

Nol a piece of software as such, but a book. You simply have to type 
in its contents and you will have a firsi class word processor! The 
typing of the listing may put a lot of people off, but it works out quite 
cheap when you consider the cost of 'ready to run' word processors. 

SPELLBOUND ★ ★ ★ 

arc/adv Masteiironic 1986 (i) bud 

Classy budget game with tons of rooms to explore and puzzles to 
solve. You control a cute little sprite called Magic Knight who 
interacts with other characters and his surroundings by a process 
called ■Wirtdimation'. This involves opening windows with the joystick 
and selecting a relevant command from those which appear in the 
window. 'Spellbound' is an archetypal arcade adventure, neatly 
designed and fun to play. 


SPIKY HAROLD A ☆ 

arc/adv Firebird 1987 (t) bud 

Harold Is a hedgehog and you must guide him through fifty seven 
locations and find all the food therein. The nasties to avoid this time 
out take the form of dragonflies and other insects. There is a high 
standard of animalicn and graphical detail, but the game is too 
difticult and short on substance to sustain any lasting interest. 


-A- ★ -llr 
(t,d) fuil 





SPINDIZZV 

arc/adv Electric Dreams 1987 

Proficiently programmed conversion of this 
‘Marble Madness* type game. Controlling an 
inertia-ridden ball-bearing up ramps, down 
slides, in lifts, across chasms etc. can be 
extremely frusirating as well as absorbing. 

There are hundreds of rooms to be ex- 
piored (each of which can be viewed from 
four different angles). Graphics, sound and 
playability are of the highest standard. 


SPITFIRE 40 Ar ★ ☆ 

sim Mirrorsoft 1987 (t,d) full 

There are plenty of worse combat/flight simulators for the XUXE, but 
one gets I he feeling that Mirrorsoft could have tried a little harder 
with this one. Screens include ihe obligatory 3-D ‘out of the cockpit' 
view, maps of Southern England and a control panel from which you 
Can adjust speed, flaps, pitch and bank etc. The plane supposedly 
handles like the real thing (although it does seem a little easy 
blasting Gerry from the sky), 

SPRONG A ★ ★ tV 

arc Bignose Software/Red Rat 1985/1987(t,d) mid 

One way to describe 'Sprong would be ‘a colourful fifty screen 
extravaganza'. Another way would t>e 'an extremely frustrating hop¬ 
ping game featuring a man on a wNning pogostick’. One thing it 
most certainly has is very nice graphics. Fun to ptay as well. 

SPY HUNTER ★ ★ ★ 

arc U.S. Gold 1984 (t,d) mid 

This one puts you in a car armed (eventually) with four different 
weapons and gives you an overhead vertically scrolling view of your 
battles with the other vehicles on the road. Enemy cars can ram you 
or use their spiked wheels to hurst your tyres. You may also find 
yourself in a speedboat at certain times. A weli implemented conver¬ 
sion of the exciting arcade game. 

SPY STRIKES BACK, THE ★ ★ 

arc/adv Electric Dreams 1985 (t,d) scarce 

This IS an arcade adventure with the emphasis on arcade. Lots of 
‘rooms' to map (all looking pretty much the same) and ilems to find. 
You also need to be quick on the joystick because there are robots 
to dodge in each rocin. The best feature of the game is the 
continuous music with countless different tunes. 


Next issue ... 
the concluding part of 
this series .. don’t miss it! 
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Xl/XE SUPPORT 

rvm 

LALlL mags 


I t's a sad but ine\'ilable fact 
that support for 8-bit micros - 
partirularly the Atari - has se¬ 
verely declined during the past 
twelve months. Indeed, the mifii- 
ber ol' conimcrf!ial organisations 
iiwesting in XL/XE development 
projects can be eounted on the 
thiinibs of one handE The shock 
demise of two 6-bit mail order 
companies over a year ago left just 
one big' dealer and several Inde¬ 
pendent hobb^rists committed to 
the Atari market.. Von’d he forgiven 
for treating the latter v.1th more 
than a note oJ caution - especially 
after the problems caused by^ cer¬ 
tain tmscnipulOLis iridhdduals - but in the end you've just got 
to take a chance and hope you will be lucky. 

To contradict the trend, last April saw the launch of a new 
8-bit disk magazine from a g;rotip of Atari enlliusiasts called 
Excel. Since then the disks have appeared on a monthly basis. 
Prior to recej^.'ing re\iew copies 1 hadn't paid much attention, 
mainly beczause Td rather browse through a printed doctiinent 
tlian a tare at a niezkering monitor screen, 1 can’t criticise Excel, 
however, since they wanted to launch a 'real" magazine last 
year, taut had to abandon Lticir plans due to laezk of support.. E 
use the word Their’ with a fair amount of journalistic license 
since the driving force behind the Excel mag. and most of its 
editorial content, Is one Robert Stuart. Robert's talent isn't just 
a flair for organisational matters, he’s also a pretty nifty prog¬ 
rammer! 

Tile first edition of Excel was described In the Edltorfal col¬ 
umn of Issue 49 so a detailed account isn't necessary here. 

Tlie principal contents are a conecntratioTi game called Amne¬ 
sia w^hlch was subsequently released on tape and reviewed 
fully In Issue 51, a couple of neat arcade games and a charac¬ 
ter set designer for graphics inodes four and five. Also included 
□re some pictures and a demo with a scrolling message in Uie 
guise of a Fuji symbol (or is It a Fuji symbol in the gtitse of a 
scrolling message?). 

Although generally well received, the disk was criticised for its 
lack of reading material. Consequently, the editor responded in 
the second Issue by splitting the disk into lwo logical acctioris - 
side one for text, side two for software. Tbie textual contents 
comprise an editorial with news and gossip on topical matters, 
a competition ftoo late to enter. I’m afraid!), reports on PO 
software, a readers suiyey and revle^^s of eight commercial 
programs. WTillst the latter have mostly been covered In past 


HOW TO GET EXCEL 

The Excei disk mags are a\/aiiabfe from Robert Stuart, 21 Stronsay 
Bfoomlarids, Slrathctyde, KA11 1HZ. The back-issues 
featured above are priced at £3 each or £t6 for aif seven. New 
issues are £3.99. 


Issues of NAU, revlevNlng games 
15 a subjective business and It’s 
always useful to have a secoud 
opinion (incidentally Robert. 1 
SLLll think the auQior of RulT and 
Reddy Could have put more cfibrL 
into the graphics!). 
i'^iiongst several treats on the. 
flip side of the disk. Triad Is an 
excellent shoot 'em up that was 
first released commercially fby 
Adventure International?). 
Galactic Chase is another ex- 
commerciaJ game in the Ibrm of 
a traditional space invaders 
clone and Watch Diz is a demo 
from the High Tech Team with 
good music (from Plastron) and the familiar scrolling message. 
I^ast and most definitely least, Smush is a rather unexciting 
spin-off from English Software's Steeplejack in which you 
guide a man up the drain-pipesf?) and watch out for naaties. 
Mind you. Steepl^ack wasn't all that exciung either! 

Excel Ntimber Three's literature section has nine reviews of 
Ke-Soft games and others, plus the regular editorial. Software 
goodies Include Hie Studio - a clever sample sequencer enabl¬ 
ing you to load, edit and play sound samples stored on disk - 
and Covelord, a brilliant, arcade adventure from Germany. 

Your quest is Lo fly Lhrougti Lfie Caverns eollecLing treasures 
and negotiaLing nasties. This game is addicUvcE The old 
faTOurite Myriapede makes an appearance - looking ratlier 
dated nowadays - whilst Roto Is another good'un that has your 
copter-packed hero retrlet-lng canisters from the caves and 
ferrying them back to base. Elglit Ball Is a demo of eight balls 
(strangely enough 1) dancing in the upper part, of the screen 
i^lth a panel below in which you c:an enter various parameters 
to alter their pattern of movement. Tlie music is brilliant but 
unlbrtuuately the scrolling message is German I The disk is 
rounded off with a big (English) rainbow seroller. That's B1G1 
Excel Fotir, Five and Six are basically more of the same. By 
tills 1 mean more well-written reviews. Interesting editorials, 
amazing demos, worthwhile games, neat artwork, a clean pro¬ 
fessional finish In fact, ev^erythtng you might hope for In a 
disk magazine. The only improvements I'd like to suggest are 
more instructions for Llric games and a utility to print out. the 
articles. At present the textual content is hard coded in basic, 
which doesn’t strike me as being Ltie most efficient metliod! 

If you've pondered over the merits of subscribing to Excel, 
Qien ponder no more - Just do It! If tlie Ibrthcoiiilng issues are 
half as good as those I've received you shouldn’t be disappoin¬ 
ted. The point is that unless we support Excel and the other 
remaining 8-bit enthusiasts, our world of 8-bit Ataris won't be 
around mueti longer. 

reviewed by Paul Rixon 


EKCEL Its SEPT. *91 

9Z»e M. MKIIII 
J.S Edt-corlai 
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PRINTERSl 


Silica Sysi€rii$ ar& plaased to recommend Seikosh-a printers to you 
at NEW LOW PROMOTIONAL PRICES. The Seikosha range is built 
to the highest standards, by a company that is used to manufactur¬ 
ing high quality precision products. In fact, you may be wearing one 
of these products on your wrist as Seikosha are part of the massive 
Seiko/Epson group {with a turnover of £6 billion and 10,000 staff!). 


9-PIN PRINTER 


When you buy a Seikosha printer from Silica, we wili give you a Silica 
PRINTER STARTER KIT (worth ESStw. E29.38) FREE OF CHARGE, 
to make sure you get off to a flying start with your new printer. For 
further information on the Seikosha range, complete and return the 
coupon below. Or, if you can’t wait to get your hands on a new low 
priced Seikosha printer, telephone our mail order hotline, 001^3091111 
to place your order now, 


FREE DELIVERY 

Ne::t dsy - in m UK maifilmo 

FREE HELPLINE 

tecnriiSi/ he^ine diwng oHice howr^. 


FREE STARTER KIT 

Worlh E29i3& 'ifith ewry SekMha primer. 

1 YEAR WARRANTY 

Witfi i^ry S&Msha pnrvier rronn %tu 


Urae pfO^tiACSd Er rJw PfifilBr I'r rs- mYih. P^rar ipeodif aro as futfotw: 

5D - SuparCualt 1&cp^, D - Diall: l^pt, NLD • tlsar L^bcir OM^Iily IS^i. LQ ■ L^ri^r Qugllty IZCtpi 



192 CPS 80 couiMN 


• Saikosi?3 SP-1900 Pkis - 9 pin-SO no} 

m 4§q?5 

• IK Prifrter Buffer -f- 2 foots 

• iRarsM jnrifrfacff 

• GrspfvQ^ R^^otipn: 144x72^fif 

• fpscn? aod f&i^ Emulation 

• Aufd Sh^t OpfiofT 

m FREE Silica Printer Starter Kit 


SP-1900 PLUS eRP_E155 

STARTER KIT___£2S 


mwi HRP: nan 
SAvm:_m 
SILiCA PRICE fEUC^O: 


ES^ 


£99 


— SPECIAL LOW INTRODUCJORY PRICE 


+WCi.T=ti1«43 Ref- PRiSiM 


9-PIN PRINTERS 


24-PIN PRINTERS 


IINEW! 

§HIBH SFEC 



192 CP5 QU COLUMN 

* Seikostra SP-2490 - 9 pm - SO zoi 

* ?49cp.^ Qf^it. ^OCps NiQ 

* 27K Prifftsf Butfar + 5 ftwris 

* Par^ei iitd ^ru^f 

* GraptTfcs R&soiutioe: 240xU4\lci 

* tBM 

* Or^.rjaf Aiito Steer Unit 

* FFFf $}i}s^ pmvireT starter xit 


mr- [ifl 

fT^RTEH m 

runi HRF; mA 
gtwa as 
iTira flfflGf: [TM 


£139 


»VW-ET63M Pn JSt>i 



240 CPS 136 COLUMN 


I Seikosba SP-24 tS - 0 pin - I3S cot 
' 9G0Cp$ SD. 240cpi Ofati. SOCpn NLQ 
I f?.5K Pnnfar Butter + 6 ftmf.? 

' Paraftei d^i? Serial fnt'erfaue^ 

I Graphics Pesokitfan: 24Bx Hi4Cpi 
I Epspo Jyitf {Bf4 Erftotatkm 
I Sopenor Phper HanCImg 
I Prffif^r Starter 


HPP: u» 

STAFTTEH DT _|» 

rmt flffp; [M6 

SAiWu. 


JlLltH twct att 


£209 


4.VT-E£4S» rtf: 



80 COLUMN 


240 CPS 

+ Silkcstia SL-92 - 24 pm - BO cot 

* 240cpS Graft. BGcps LG 

♦ 44K Prtnfar Buffer + 2 iisimiF 

* ftf-raifer iiTturface 

♦ GraptNcs f^soluticrt: BBOKOBOflpi 

* Epson" fiTuteta 

♦ £ltJJtai?ar font fKiM ■ 7 
FREE Silfca PrintBf Sfarrer Kit 


9P-. .H34 

niRTEH KF ^ 

JSSU Aftpr EHt 
-i- m 

siusA fiua. t^a 


£189 


III mcsic 





324 CPS 


80 COLUMN 

SOCOi 


f SfirfriMte 5E ™ - £4 
^ 324CPS Graft, JOBcps LO 
i 5^ ptmter Softer + 0 fbm$ 

» ftraff&r ate Sarfj^ icleriacss 
p GmhiCS Resctutioo BSOxSOfktpi 
p Epson ate iGM Emutatioo 
p qpr^gftar Aoto Steer feeder 
p FREE Smca Pricier SiartBf Kn 


rttf. csM 

lUfirER KiT Jfc 

JQClBl^ Mr lUi 
3*wit [E» 


£369 


jnrpi rrwfCf- ^ M PB ijgfj 




I Handies t-t-2 Iduitipari fbrms 
• PecnargeaPfe Oatfary ^ci^r L^r^f>ji 


144 CPS 80 COLUMN 


• Scriteste l.T-20 -£4pm- Sffcof 

• TflD^ps 5£t T44£ps Dm. SOops W 

• fK Prmfer Buffer + 9 ftmr.E 

• Paraffef fofertaoc 

• Graphics Pesofotioo: SBOxIBOOpf 

• tOAf BmoJatm 

• ffter-fifi 50 Shcei Autn foBdar 

« ffllEE Sinca Prtnfer Starter fCtt 
Pi* me 

SUNTCH BIT EZ3 


mu W: E 3M 
3WWF. LH 


£249 


51fUM PfHO: |£« V* yT-E3B W if1 PB K3i_ 


BUSINESS PRINTERS (WIDE-BODY) 



^ ■ iflcfotlBS Proprammabie ROM Card 

277 CPS 136 COLUMN 

• Senteste SL-230 - 24 pin - }3B cot 
m 2770ps ITrf^ft, ?2cps £.fl 

• 5K PfiotEr Bofier + 9 foots 

« sop Serlst intartpce.^ 

• Graptvps Pesofotkm: 3B0x3S0dpi 

• fpMR amtf {Bid fmoiatton 

• Aui[? Siwet pBEtfei 

• fREE SiUca Prmter Staner Kft 


HP: [fH 

fPHTEH KfT _m 

TSJAL Site- im 
CVJtiG tS7l- 


£449 


SlUEi UA¥ 111 j=fllMa 



462 CPS 13$ COLUMN 

* Sethifsha flP-SSOti - 3 piu? - iB&ooi 

* 4^ps SP-M, fffietPS HtG 

* Printer Buffer 

p Panattci and Seri^t inter luces 

* Graphics Resduticn: 240x744dpi 

* Bpson ate Jflivr fmijrteptn- 

* OpHonai Awto Sheel Feeder 

* SNiop Prmier $mer Kit 

PHP: [im 

aTHHTlfi LT . 

Tuat aae. eih< 


£999 


Jiiitt ma- ti*i L--h-tfL%t!iBi3 1^- 



520 CPS 138 COUUWIN 


• SP-57iiO - fa puif? - 13S cci 

• TBOcps SD. 520cps Dm, l^Ocps WEfl- 

• 2GK Pnoter Bwfter -h 2 fonts 

• ete Stfiai fritertKis 

• Graphtcs Resotctiop. ■^4dx24tkipf 

• Epsco end iBM fniolAtioo 

■ Randtes 7+B f4\iitipaU forms 
m fRBE Siiica Printer Stirter Kit 

HHP: El«i 

STARTER JflT , 

nOEU AM. tmt 


jifirti pwlif Etm 


£1899 


^wii,[tMji3 ^ pturegj 



800 CPS 136 COLUMN 


« sentcsha SBPid ■ w pit\ m cot 

• WOcps Draft, 200cps NLQ 

m 64K Pni?lw fiutler t £ fotits 

• farafiei ete Ssrial interfacas 

• Graphrcs Hesciotlcn. £4Qx24di1pi 

• fjTsor? and iBM Emuiatkto 
m Built-In Cut Sneet Fieader 

• fPBE Sitica Printer barter Kd 

RRp. itm 

wmuL Kii 


ttruf Jl^ EHZJ 

S«WWF. E&B 
sfita pmr. 


£2499 


tw-araaiAB m prib 


¥REB 


STARTER KIT 





Evffy 5ei4!!Kha.pH‘nlJ0r litimSdkS, cumis mlh 
Eftta h1n«r£lAnwf KII, wrlh tWT). 

i3im[*rtnV f<JF H 

IR qtl up Ajid luiiriii^ irilli i^ur nwf pi^ler 
m 344 ^ Ote* wHb J> ST PritrliTf Ofimn 

* iS HdEiv PfJnlBr 

mine Shawls pF .&paljrj^ Paptr 

« r$p C^rrwuti SKiitif ASdmss Ufre^ 

* f CpfTteBwifs invefepes en ffsttler feed 
PrlMBT Dtfners may order Iha Sunpr Kji 
[ tel : Ki i bOOti) 1nr nrWy 12^.38 ■ E6 on RRP! 


silica systems offer you 


FREE OVERNIGHT DELIVERY- On aJI fiandware orders shipfwd in lha UK mainlend. 
TECHNICAL SUPPORT HELPLINE: 7«Eann (H tethnicai at your servica. 

PRICE MATCH: We ra-rmally-match competitors on a "Same produd ■ Same pnee" basis. 
ESTABLISHED 12 YEARS: PnOvan LrAdk nSi^Ord in pfoTassionaJ compiitar sales. 
BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available lor larpa ordcris. 
SWivROOMS.-" Demon^Traiion arud ir^ining facilities 3t Dur bsfldon ^ Sidcup branches. 
THE FULL STT}CK RANGE: Alt of ynrjr rBquirtnHnEs Inam onp suppliBr. 

FREE CATALOGUES: Will be mailed to you wim orters and aoftvi^re/{]«rFOterai dciaiis. 
PAYMENT: ca$h pticque ^nd all fn^jpr pr^dit oarf^g. 


Berofa you decide wti«fi 1o buy yeer tkert printer, we suggeel yckj ihink uery carelully about WHERE 
yitHi b^iiy it. C<HrisidHr wMi il will be like ? Few jnnnihs ^Eer you Kaye nn^du your pumbaae. ^en you 
may require eddilionel pei>pberei9 ar &PitwBre.qr help and advice. And, will the company you buylrom 
COnlaa yb'^ det-ailS or product!? Al ^iiiCiR SySldrYiS, wq qnsvre |h*l yPM will teve nothing tfO 
Mwjrry about. We have bean BBta&li&ned for over 12 yeare end. with our unnfvalled ewpariehoe and ex- 
pefiisa, tfte oao now claim io maaLciuT cu:.sLonr*e-TS racjuiramiafiis wilh an undaraxanding whitjK i$ second 
to none But don't just take our word for d. Complele and return tda coupon now lor our latael Free 
UlaraluT^ and begin lo ajtparianc^ ID« "Silica Systems Service". 


MAIL CRBER; 

Oi4r imuF Qufln: 

UONDCN $HDP: 

Opening 

UDNDtlN $HQP: 

Qpanlna 


l-'tThe Mews. Ratherley Rd. Sitfeup, Kenl, DA14 4DX Tfelj 001-3091111 

MPfi-Stf aOPam-ePOpm_Hn Ltfe HIcr’: PpHnlngi Raw Ha: oai-aM Q60a 


SIDGUP SHOP; 

QpHflnInfli Ha^a: 


52 Tarteiitiam Court Road. London, W1P OBA Tel: 971-&A9 4flBQ 

f^on-Stf 5l^Cinm ii.rmpfwi Nn mg H iijt*. OpunlnB Ra Fto: CTI-asa^raf? 

’ ^ Seif ridges [isi Hodo,'O iddrd Street, LondwiTWiA 1AB M 971429 1234 

rAo^tjm W^m4Wp#i HHo TKwifdBY ur UjI epm _ EMlBnsmn: aSN _ 

1-4 Thfl Maws, Hatheri^ Fw; SbScupV KWiI, DA14 $DX Tell OBI-302 8811 

Mprt-gtf a^m-5 L*P MisH: Fr^jy unlil Fpm_ fax Mk [W1-3M PCH? 


f To: Silic a Systems. Dept PSIX-0292-5B. 1-4 The HathtrlcyRd, Sidcup, Kent. DA14 4QX 

i fPLlASE SEMP FREE SEIKOSHA IMFORMftTIDII 


I 


WiMtEfMs: 


Initials: 


Surname: 


Company Name (n apclicable)- 
I Addraae: 


I 


I 


MAIL ORDER HOTLINE 


081-309 1111 


SILICA 

SYSTEMS 


B 


T 0 | (Hdrn&): ....... 

^^hich compute'r(s>. il any, do you 


POStCOdto: . 
TbI [WorkJ: 


..5&D . 

























































































































































XL/XE PROGRAMMING 

VERTICAL BLANK 
MUSIC PLAYER 


H ave you ever xATinted to add bockj^^rGund mutiit to your 
BA^^IC programs? It is not easy to produce a decent 
piece of music that doesn't slow your program down. 

It is possible to simply turn on a note for the correct length of 
Uinc^ but to make your Atari produce sounds even vaguely like 
those from a musicai instrument you must enter the realms of 
volume envelopes, and these really do cause a game to come to 
a grinding halt. 

The solution Is a short nnachine code routine that will play a 
tune in the vertlca] blank interval. Don't woriy^ if you don't 
understand the first thing about machine code - you can still 
use this rouLine. 

Ttic vertical blank intcr%^al comes along every fiftieth of a 
second, alter each franie of the television picture has been 
drawn. Your computer uses this period for housekeeping, but 
it will also eKeciite a short routine of your own. As your routine 
is called eveiy flftieth of a second, this gives an easy way of 
timing notes. 


A READY MADE ROUTINE 

Once called, my routine will play a tune In the background 
without alTectlng yoLir BASIC ]>rogram. 'I’he example program 
contains the machine code as data statements (lines 10100 to 
10140) and a subroutine to load it into the string VBM$ (lines 
lOtMX) to 1(XJ60). 

Von can (and mu si) use a volume envelope to create more 
realistic: sounds. The volume envelope contains the volume of a 
note for every fiflicth ol a second that it plays. It must consist 
of 32 volumes in tlic range 0-15. An example is given in the 
BASIC program, but other effects aie possible, you will just 
have to experiment. 

Lines 10200 to 10300 contain a subroutine to start playing 
the tune In the data statements from line 10500 using Lhc 
volume envelope In line 1040D. '[Tie format used for tlie data 
statements is: 

JVumbcfrqf notes, length offrotchei injyiieths of a 
seconct JrequeriLy oj Jirst nole^ length qfjif'st ftrt 
of Jr^?c^t4^nq/ of second note eic. 

Lengths of notes are actually stored in fiftieths of a second. 
You can have up to 2.55 notes. If you want to write anything 
longer you will no doubt think it no trouble Lo write yout own 
routine lo play iff Frequencies must be in the range 0-255. 
Values which correspond rcjugfily lo musical notes are given in 
the BASIC manual. 


John Young provides a 
routine to add music to 
your programs without 
slowing them down 

CALLING THE ROUTINE 

The machine code routine is called from BASIC with a USR 
call as follows: 

address ofroudne, number of notes, address of 
address q/frequency data, address of 
length daJa, address of ruLitirie^47 bytes} 

POKE 352 J is also required to start the tune. 

In the example program the volume envelope and tune arc 
slored in slririgs, which means that you don'I have io find a 
spare chunk of memoiy. although you w'ill get some funny 
results if you try alteiiitg the program while the tunc Is playing 
[this disrupts the variable sLonigc area). You can poke the 
machine code rniit.ine and your tune data into page 6 or high 
memory^ to get a tunc to play uiiallected by whatever BASIC 
programs you load. Tbie remainder of the program (lines 120 to 
250) demonstrates how to control the tune once H has started. 
Mo matter how good your music you will e^A^entually want to 
lum it □II. which is accomplished with f=OKE 352,0. POKE 
352,1 (or any non-zero number) will slari it again from where 
it left off. Location 349 is the note counterH and 350 counts the 
length of each note, in fifUctfis of a second, so POKE 349.30 
and" POKE 350,60 will shift my tune to the last Instant of the 
last note, thus resLarting it, 

I make no apologies for my music, It Is Intended to encourage 
yon to replace It with your ownf 


HV 

HY 

EH 

PT 

CH 

CR 

TE 

SA 

TC 

5K 

T5 

HQ 

Mil 

HI 

OP 

ikK 

HH 

GK 

EY 


PE 

JG 

MM 

AJ 

AO 

EU 

LJ 

P€ 

OR 

(«« 

DV 

YE 

QU 


PH 


IB REH m ill KTt l tHMimRRMiCiiWhRKhHHWhRiOCKHh 


ze REM w VERTICAL BLANK TUNE PLAYER « 
IfA REH « by « 

40 RCM * John Young » 

S0 REH *-------* 

60 REM N HEH ATARI USER - EEO. 1^52 ^ 

70 REM NMMMMMM WMKMMMMinmM WM WMWW I< 4l < 4W i ff 


100 COSUB 10000 
110 GOStIB 10260 
120 GRAPHICS 0 
1?0 SETCDLOR Z*3j4 

140 ? :? **IN1EH THE SAINTS GO MARCHING 

IN" 

ISO 2 "Traditional" 

ISO ? i? "UB MUSit Player written by J 
ohn Young" 

170 ? :? ''0iEEE3 to switch nusic on and 
of f 

160 ? "GlMinSC) to restart tone" 

ISO ? " IMN to exit prograM" 

200 CLOSE ttUOPEH ltl,4,0*”K:" 

210 GET tri^K 

220 IF K=32 THEN POKE 352, HOT tPEEKtl 
521 > 

230 IF K-lSS THEN POKE S4S.30:POKE 350 


READ IN UB MACHINE CORE 


, 60 

240 IF K=27 THEN EH0 
250 GOTO 210 
0S0S REM 

lOBBO BIM 0BH$CJ,13} 

10010 RESTORE lOlOO 
10020 FOR K=:l TO 113 
10030 READ A 
10040 0BM$CN^K3=CHR0iAl 
10050 HEKT K 
10060 RETURIt 
1000? REM 

10100 DATA 104,1O4,1O4,141,S5,1,1O€.13 
3,205^104,133,204,104,133,207,104,133, 
206,104,133,ZeS,104,133,200,ISO,0 
10110 DATA 140,03,1,140,S4,l,177,20S,1 
41, 0,210,104,170,104,160,16S,7,32*S2,2 


UB MACHINE CQDE DATA 


2B*S6*l73,SS>l*20a^6 


AK 

10120 

DATA 

141,1,210,76,?e,220,a3e,?4, 


i*173. 

?4,1 

,172,?3,1* 20?,200,144,24,IS? 


,0,141 

,?4, J 

L,ZOO,140 

CS 

10130 

DATA 

?3r1.204,95,1,144,5,160*0,1 


40,S3, 

1,177,206,141,0,210,173,?4,1,201 


,32, i76,Bj.iSB,l77 

HM 

10140 

22s 

DATA 

2 B*. 73>141j1,£10,7fr,9S, 

VG 

101?? 

REN 

VH 

IBZBO 

DIM U0LUHE$C323 

GZ 

10210 

RESTORE 10400 

AM 

10220 

f DR" ; 

rt=^l TO 32 

Pi 

10230 

READ 

A 

AC 

10240 

VOLUMES CK,Kl-CHRS 

NH 

10250 

MEMT 

H 

IK 

10260 

RE5tORE IQSee 

TH 

10270 

READ 

NH, D 

TN 

lOZBO 

DIM FREQS CNN] , LENGTfi:^ CHNT ' 

OS 

102S0 

FOR ! 

M=1 TO NN 

UN 

lOloa 

READ 

4,a i 

HJ 

10310 

FRER? CK,KJ=CHR$ tA> 

GH 

10320 

LENGTHS CM,Ml=CHR£ CB»D1 

NC 

10330 

«i£KT 

K 

KA 

10340 

A=U^N l ADRCMeM$^} ,NN, ADRCUOLUNC^l , 


ADR tFflEQS) 

,ADR(LENGTHS] ,ADR CVBMS]+47J t 

UO 

10350 

POKE 

352,1 

EE 

10360 

RETURN 1 

i 

103?? 

R£H 1 

UOLUHE ENVELOPE - PlRHO 

PU 

10400 

DATA 

e, 15,13,11, 5,3, 9,7,9, 


?.?.?. 

0 

H,8, 

7,.7,a,6,5,5,4,4, 3,3,2,Z,1,1, 

CL 

104?? 

REM 1 


MK 

10500 

DATA 

31,12 

PT 

10505 

REM 

31 NOTES, NOTE OF LENGTH 1 


LASTS 

FOR 

12/50 SECOND 

OA 

10510 

DATA 

12 7,1,101^1,8?, 1,78 ^5,12 7,1 


,101,1 

..0?i 

1,70,5 

VM 

10520 

DATA 

127,1,101,1,0?,1,70,2,101,2 


,127,2,101 

,2,113,5 

GC 

10530 

DATA 

101,1,101,1,113,1, 127,4,101 


*2.70, 

2,70 

.1.0?.5 

KY 

10540 

DATA 

101,1* SS * 1* 70 , 2 , 101 , 2,127^ 2 


.113.5 

5,127 

.5 




INSTALL YB 

pquTiHC 


CIRG 

&e&e 


jHejiljc* with »- for A^^EHOttS/CfelTOB 

HAC/65 



;6et date ty uiR call 

PLO 



PL A 



PL ft 

j 

nurtba-r of 

I^TA 

MUHHTE i 

notoF 

PL A 



STA 

\IDLUHE + 1 

ji^ddrtss of 

PtA 

] 

vOiUMC- 

5TA 

YQLunr i 

envelope 

PL4 



5T* 

fAEAfl ; 

address of 


j 

note 

tTft 

rittfl ; 

fresuenc imw 

PLA 



STA 

LfrifiTH#1 

jaddress of 

PLA 

; 

note 

ST A 

LLHEiTiH i 

lengths 

al i^ft 

counters for 

routln» 

L&T 

Rb 


Sf f 

NTECHT 


STY 

LEWCWT 


iSLart first notp 


LDA 

tFRE[T3 , Y 


^TA 

All Yf I 


llAEtBlI U0 

rYMtin* 


PLft 

f 

get 

TAK 

i 

Pf YB 



PLA 

TAY 

LPa 

HTS 

BT 

5ETUHU 

; routine 

;for dpforrtd 

; upLtop 

3 • 

jthE YO 

RDUTZWEP 


^ m nn WLM B j 

LPA 

CMTflL 

;is hutp in 


BMC 

MU5EC 

; qiiTaL zerof 


stfl 

AUPCl 

jyes - turn 


JHP 

KITVBU 

j; off sound 

nuiSiC 

IHC 

LENCifT 

;no - inc r 


LDA 

LtHCHT 

; counter 


L7Y 

HttCIIT 

;is note 


cr» 

CLENGTH] 

,V ifShithed? 


bcc 

C0HT 

[^ f not 


Lb a 

tte 

jyes - so go 


5TA 

LEMCIlT 

J on to nent 


THY 


; note 


^TY 

BTECHT 



CPY 

HUMHTE 

lend of tune? 


net 

PLftY 

Ilf not 


L&Y 

HQ 

jyes - start 


STY 

MtltCMT 

; again 

PLAY 

LDA 

CFA£ai , Y 

' ;plag new 


5TA 

AUPFl 

; not* 

CQ'HT 

LBA 

LEHtHT 

;heoe we get 


ertp 

n$zii 

i to end of 


■cs 

EMIT 

i uol. env. 


TAY 


jfiiO - get 


LQA 

•CUbLLillEl 

,Y ;vi3l%xm 


EQR 

ti$Ae 

;na distortr 


STA 

Aybci 


EMIT 

J»P 

HITVBV 

l*xit UBI 


MACHO ASSEMBFl^R SOURCE CODE FOR YEI MUSIC PIAYEJl 
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XL/XE UTIIITY 



H OW often have you gone to use a disk only to find that it 
has been corrupted or you've deleted some important 
dociiiiient Hies? Over the years Tm sure many of us 
have. Maybe this program is the answer to those probJems. 
RESTORER wilJ restore many flies that you may have thought 
lost forever. If you cannot access the file, because VTOC has 
been corrupted then RESTORER can help. If you have simply 
deleted the file and haven’t written to the d^sk since then you 
would have no problems recovering the file. The program can 
restore ASCII, Basic or Machine language and you should have 
no problems prouid^d that th^ secior links ore stilt eorreet 


HOW THE PROGRAM WORKS 
AND HOW TO USE IT 


RESTORER first loads into memory two short machine lan¬ 
guage programs. The first enables acrcess to the disk sectors 
(this short program was published in COMPUTEI many years 
ago), Tlie second assists in working out the sector links (this 
was from a PD program bought out by old Atari User). Then 
program then goes to a Menu, 

On selecting item 1 the program goes straight to sector 361, 
the beginning of the directory, and shows you each Hie on the 
disk together with Its first sector number and the total number 
□r aectors. If you return to the menu, you t.'^an then look for the 
sector linkage {by pressing 2) and provide a hard copy if 
desired. If you haven’t got a printer then typing'? SEC$' when 
the 'Ready" sign appears will enable you to see the sector 
linkage, press 'CTFIL 1 ” to slow It down. By the way. If you 
haven’t got a printer then CLOSE #7:OPEN #7,e,0.T " must be 
deleted from line H) or an error will be produced. 

FYessing [RETURN| will Immediately begin restoring the Tile 
displaying necessary information on the screen. Before com¬ 
mencing it docs a check to make sure that tlicne is enougli 
memory, if not tlicn IL displays how many passes it needs. Just 
follow the prompts and the file will hopefully be restored. 

A filename Is asked for before you save the data, but this 
could be changed to keep the filename as the original which is 
In T'2$'- The file is saved to disk In a somewhat slow and 
primitive manner and this does need to be Improved upon, but 
for the moment works fine. 

If In the Menu mode you hit 2 but ha%^cn't already been to the 
Directory, then you \^111 be asked to supply Qie First and Total 
[optional, you may supply a 'dummy' number] sector values, 
but when coming from the directory the program assumes the 
values of the last directory file read. 

iTie program restores the file by directly accessing the sector 
and storing It in S'lB- It then computes the address of the next 
sector from the last 3 bytes of each sector in D$, if "N" equals 
'O' then Its the End ot FUe. Note that when storing into ST$ 
only 125 bytes are saved as the Iasi 3 Qiat provide the essen¬ 
tial Information that determine the sector linkage will have to 
be changed when resa%1ng to disk, fominately the computer 
does this for you. 


2B 


SAVING MEMORY 


If you wish to save memory then provided that you know the 
First and Total (□ptional) sector values then you can delete 
much of the prograiti. Lines 20-300 and 700-820 can go. This 
will save 2k of menioiy. Just add: 

11? "INPUT TS./FS":INPUT TS,S:GOSUB 590 

I have tested this program on many types of file and success¬ 
fully restored all files including long machine language prog¬ 
rams. All ASCII files can be restored without any problem. 1 
have not been able to test the program on files that produce 
'ERROR 164 - File Mismatch’ as 1 have none, but suspect that 
you will have to use a disk editor to find the beginning of the 
file, then you should be O.K. 

There are veiy few checks or traps so hit the BREAK key and 
restart. If you make a mistake, but don't do it if the drive is 
saving datnL If you do b^^ mistake type 'CL.#4’/RETURN before 
restarting or the disk may get scrambled. 

This program could be compacted to save further memory by 
using 'COMPACTER' from Page 6 PD Disk Utilities #2' (an 
excellent program, but what language is it written in? I've often 
tried to change It to accept a file from 'D8:' and then have it 
complied to make It faster, but It will not accept IL Could 
anyone shed some light on this?). RESTORER could then be 
speed up by using the Turbo Compiler’. 

The program has been really badly written and 1 apologise to 
all you fine programmers out there, but Just hope that RES¬ 
TORER will be of assistance to many of you. Any improve' 
ments to tlie program will be gratefully appreciated 


WHAT THE VARIABLES DO 


D$ 

SlOfas Ihe daEa fnam the selected sector 

F$ 

Hplds iniormalion on each di-neclory file 

F1S 

Directorv filename 

F2S 

Directory filename to be restored 


Awaits, response to question 

B\m 

Stores 2nd ML code 

□${128)=“ " 

Fills D$ with 12S spaces: 0$ will not get sector withoul this 

STS 

Restored lile Kepi hare 

SEC$ 

Stores eecior linkage numbers 

S 

Sector no. 

C 

Directory File No. 

N 

No. of nejft ssetor 

B 

No. of bytes per sector 

TS 

Total no. of sectors in fi^e 

PR 

Flag - 1 =prinft out 0- no print out 

FL 

Flag - 1 ^file to be saved in jriore ihan 1 part 0= file to be 
saved in 1 pad only (Not Ibe sanne as PT) 

PT 

How many parts file will be atored in 

SEC 

No. of sectors stored 

BUF 

Size of buffar length 

X 

Amouni of sectors that can be stored in ST$. Dependant 
on msmory 

ZandZi 

Help determine how many pans file will be stored in 
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El 

QC 

net 

AG 

ec 

EQ 

MM 

CL, 


Mi 

an 

FM 

TH 


i «CM M WWWmmW i t l C M MirMK I MWMjiKW MIl MMMM MM M 


£ AEM » llEiTOnER « 

S REM 4t by # 

4 REM R Kit L«thbV R 

5 REM R -----—--- R 

6 HEM * HEH ATARI ySER - FEB. 1M2 R 


7 RFH RRR MM MWH MM lfll Hi mMM H WM ilM l I imm iHMMM 
B REM 

DIM D$ci2e3^r$ci6i , 
R$ CJ.9 ySlH^ CI.63 E&$ CJLZBI" ! qtR^E 117 I aP 


EH tl7j "pk:P2poKE Tie.BtPttKE 7B2j l 
ZO BBBSGOTO ZRR 

3R S = 36ilC::El? "R^^lPpKE j. 1 

40 I-U5Rfl537^ADft 
60 FOP r=J- TO 0 
00 ROilTION 11, Is? "mi 


L^t, lllRi4 TO F LU 


ST ei PDsxTxori 12 ^ 2 it "hxt Q] to restooc 

ES S2 i^OSXriON 13^ 3 It "HXT S FOR MENU" 

CA 70 POSITION X4,5!? "FILE HO! "JC|» " 

TL 00 FS=D« fCXeWFl+X-16,tXe*FJ7iri0=D$ftC 
lOHFJtl-lBJ+O,C16»F>7 
CP to POSXTTDN 10,71? " -> "iFlOj" i- '* 

GF 100 H=ASC(F«U,4}7+ASCCF0tS,51}H206 
CL lOS Tt=A9CCFtCZ,211+ASCCFltX,XI1»256 

vL lie PositroN ii.tit "first sector; "jn 

I- li il 

TG 115 POilTlOH 11,11!? "TOTAL SECTORS! " 
jfSj" 

QU 1£0 POSITXOM li^ 13: INPUT 1116; R0 !0~C + 1: 

IF THEN SuMSF2$=FlI1GOTO 400 

RH 125 IF R$ = ''M" THEM 700 
flj 130 HEMT F!5=i+l!GOTO 40 
Og 200 DIM SECS£T5*5J 

IQ 2Z0 ? "A"!IF PH“1 THEM ? M7;"FIRST SEC 
TOR IS - "JM 

I RH 225 ? !? '-CHECKING SEOTOR LINK 
FLirl:GOTO 245 

Li 230 1 = USP £1537,ADR £D6J ,N,1,0Z1:SEC = SEC 
+ llLS = lt 

GU 240 N = lJSReBIIt,A5C<D$C126,12639 .33M25G + 
ASCCD^ C127^ 1273 3 ! IF «=:0 THEN 250 
UK 245 5ECr6 tLEN tSECS3+13=STIlS tH3 ISECSCLEM 
eSECfl *13 IF FL-=1 TKEM FL = 0s GOTO 3 

O0 

IE 200 IF N = 0 AND Itf3~l THEN ? tt7j"LAST SE 
OTOR IS - ";LSJ 

EI 255 IF M=0 THEM 7 5? "LAST SECTOR IS “ 
'•JLSSGDTO 200 

SO 260 POSITION 2,IDs? "NEHT SECTOR IS - 

l:4- ? 11 I II !■ 

KM Z70 If PR=1 THEB ? B7jHi" - "J 
FM 200 TF H:iD OHR PR=1 THEM ? B7;" ~ EOF" 
!? B7 ;'*H0: OF SECTORS^"; SEC iCLOSE 117 
HH ZS0 IF N=a THEN ? !? "1333";? !? "NO! 0 

F 5ECT0RS=";SECiEMD 
K2 300 GOTO 230 
HZ 400 BUF= tTS*4.25} 

OK 405 XF BUF>FRECO} THEN GDSUO tOO 
HA 40fl IF PTO0 THEM t !? "MOT ENOUGH MEH 
ORV''t? "THIS MIL HAVE TO BE SAVER 111 " 
JPT;" PARTS" ! BUFi IMWIZSI-125 ! FOB &=^1 T 
0 5B0! 

FC 410 DTK ST5(OUF>;SEC=0 

CF 415 ? ■■>(■*:? !? "BEGINNING RESTORATION 
OF . F25 

at 46ft ? !? "FIRST SECTOR ";Si? "TOTAi SE 

CTORS ";TS 

ML 470 TRAP SlO ! 1 =:USH € 1537, ADR tD$J , S, 1,01 
} 


KV 47S N=:US«lDIN,ASCCDS<126,12fiJ J iSJ*250+ 
ASC CD$C127,1Z7J » 

TT 475 B=USR tOXM,ASCIDS(1Z0,IZOJ1271 
MI 475 POSITION 2,5!? "NEWT SECTOR IS “JN 

I 11 hi 

LQ 400 ST*tLEHtST*>*ll=D*(ljB3!SEC=SEC+t 
PC 405 POSITION Z,7i? "STOBEO SECTORS "IS 
ECJ" 

HD 4tO POSITION 2,Sl? "BVTES THIS SECTOR 
'■JBI'* " 

KQ 4SB IF M-e THEN 510 
FI 600 S=N:GOTO 470 

ZO 510 IF FL=1 THEM ? L? It "INPUT DESTIM 
HTION DISK AND HIT RETURN"!INPUT AflGO 
TO 690 

KN 620 t :T !? 1? »t "FILE HAS OEEN STORE 
D";t !7 "INPUT FORMATTEO OISK TO SAUf 
FILE TO" 

TZ SJt = 11 !t "INPUT FILENAME" 

I INPUT FIS 1F*(1* IJ-"D1J"1F$ILEN(FS1tli 
=FlO 

LL 540 IF rL::0 THEN CLOSE tt4]OPEN 04,0,0, 
F5; CLOSE «4IIF RTO0 THEM FL=1 
EK 550 CLOSE tt4!OPEN n4,S,e,FS 
TO 550 TRAP 600!FOR R=1 TO LEHCSTS)iRR=AS 
CCST6IR,RI) 

Fr 570 PUT »4,RR!HEHT RiIF N=ft THEM 503 
NQ 500 CLOSE *I41IF fL-1 THEN STS=;""i? It 
"INPUT SOURCE DISH AMD MIT RETURN"iIMP 
UT RSiGOTO 415 

FR 601 ? !? "FILE MAS BEEN RESTORED*': END 

OZ SOS END 

UA 5S0 FOR 1=1537 TO 1603!HEAD JtPOKE I,J 
JNEKT I 

GU 500 DATA 104,104,141,6,3,104,141,4,3,1 
04,141,11,3,104,141,10,3,104,104,141,0 
,5,104,104,141,2,3,16?,1,141,1,3,205 
KL 510 DATA O,6,48,ZS,32,03,220,24,23B,10 
,3,144,3,238,11,3,173,4,3,24,106,120,0 
0,3,238,5,3,141,4,3,24,144,222,S6 
LV 020 FOB 1=1 TO 16;REQD AtBINS IX,XJ=CHR 
StAl:NEKT IiOIH=ADRCBINSl:RETURN 
DN 630 DATA 104,104,104,133,208,104,104,3 
7,208,133,212,16?,0,133,213,85 
OS 700 REM 

zu 710 ? "R":t ;? " niaammiH!! 

II 

KM 720 t !? "IJ TO VIEM DIRECTORV/OEGIM R 
ESTORATIOM" 

RB 740 T ;t "2h TO CHECK SECTOR LINK" 

DV 760 t !? It "FI TO FORMAT DISK" 

HP 760 TRAP 7101? !? :INPUT M16;R3 
VS 770 OH A3C(RS>-4e GOTO 30,705 
PN 700 IF R6="F" THEN 800 
MM 785 IF TSO0 AND M<>0 THEN 793 
IR 790 ? I? "INPUT TOTAL AMS 1ST SECTOBS" 
iINPUT T5,N 

CM 793 t !? "HIT E3 FOR PR IMTOUT"iINPUT R5 
!IF R6="P" THEN Pil=l 
MO 795 GOTO ZOO 


rFGnHflTTd 


GJ" 

EG 810 ? :t '■ INPUT DISK TO FORMAT AMO HI 
T RETURN";IINPUT M16;RS 
HE 820 KIO Z64,«2,0,0,"DIN.»"!CLOSE M2!GO 
TO 700 

L3 90© BUF= <T5»125J : V = BtiF-FRe (OT ! K=IMT £FR 
E(8171251 

LG 910 Z^INT(BUF/FRE (01 1i (BUF/FRE Cei1; 

IF Z1>Z THEM Z=Z+1 
IC 920 PT=2!RETURN 


a utility to recover 
lost, deleted or 
scrambled disk files 


by Kit Lethby 
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T fv? New Year" has come and gone and so hai;e all 
fhost? resolutions that you promLsed to keep and 
noLo you can't even remember a'hai they were. 
Well I hfiwt ifte ansioer, ail you hai>e to do is to read this 
issues Ilpsterjik* and thai should see you fiuouyh oil 
(hose little resolutions you missed liJce 7 shaK read the 
Tipster /drei>er imlil my eyeballs burstr 
We haue the solution/or Vbyi Bear and the Greed 
Monster and the complete mop and helpful tips/or Price 
ofMagik. Tijis The Goonies,and a nfoe map/or Crystal 
Raider abound so uiithout/urflier ado lets get yarniityl 

Tobias Jorbom {hi there Tobias, nice to hear from you 
again after such a tony time) from Stocfcholm in Sweden 
has sent in a couple of nice maps/or Crystal Raider and 
Priot= of Magik and all the stuff necessanj to clobber the 
afonemen tinned game. J told you (hat someone would 
come up Lolth the ansujtT io my requests and J teas 
right, {sorty yoi 4 urere a bit siou’ Starjleet Controller]} 
0,K. so you want the t ips/or Price of JWayifc, Wftat's it 
worth? You'll stop reodir^? Okay tlien / you’re going to 
play dirty j ust look across (lie payel 


QUICK E’S... QUICK E'S... QUICK E’S 


Speiluiikiiig should be a lot eaaier with this one from Paul 
Cole of Ashlbrd as he olTers these tips for BOUNTY BOB, 
Set tlie special code to 61SOC said hold down tlie F key and 
then press the OFTION kev- Start the game, the keys arc. 
f’ = BOUNTY BOB FLOATS 
9 = NliXT SCrUSEN 
A = BACK A SCREEN 
B = ORIGINAL POSITION 
Z = RESET SCREEN 

Also from Paul is a handy little thlnfi'. If you bold down t heT 
kev on booting up CONAN TUB BARBARIAN you 
are granted iiiimortality while playing the game. 

From Harvey Miller comes this tiperooiiey for KENNY 
DALGUISH’S SOCCER MANAGER if when you 
are watching the graphical highlights of a game you tap the fire 
button coriUnuous-ly you can watch the game in slo-mo. 



Again I bring great joy lor all thosa ST demo freaks oui tkere who just 
hjve finding the cheats and hidden screens in the worlds bast ST 



T This issue there is only one, and by crikey its tor the best STOS demo 
m there is. The Retinal Bvm Demo is by the Asylum (.TFC, Digi Tallis and 
I Tha Bomb Squad) and is available from ihe Page 6 library as of itiis 

P issue. 

Okay, SO to get lo the demo you itiusl press help twice whan it gives 

S you tha credits at the beginning and than type- in OXP'CK 

Fill in the missing letter it you know whai's good for you, and than sit 
back and enjoy some beautiful tracking 'n' dancing sphies. 




To go with the map and flints for Yogi Bear and the Greed Monsier in 
isiiue 52 here is the siolution thanks to Michael Emerson of Nailsea, 

To this solution there is a key which must first be explained otherwise it's 
going 10 he impossible to undcrstaml. 

PB=P[CNIC BASKET, s=swef;is, h-honey, m=money, c-can 
OF K^iP, T=TOY, B=BL1BDLR GUM, Kl^KEYl K2=KRY2 etc. 
Dl-L>OORI D2=DOOR2 etc,, LI,D,L,R,=IJP, DOWN, I.EFT, RIGHT 


SolutioTi 

GET PB. D, GET S, PUSH LEVER ON LEFT, D TUNNEL, R, U. U, 
GET H, R, GET M, L, D. R, GET C, D, GET T, R, GET T AND BLUE 
TUBE, D, D, GET T AND M, U GET T, □, GET T, L, U, GET M, R, 

L U, R, GET PB, R, GET T, L L, L, GET T, D, D, GET M (AVOID 
KEV 6), R, GET M, R, R. GET S, R, GET M, GET T, U, GET C, U, 
GET M, R, get PB, D, GET S, U. OPEN D1, U, L, 0, GETT. U, R, 
R, GET M, □, CHANNEL TO AVOID FLASHING BALLOON, GET M, 
a D, R, GET M, U, GET T. D. R, □, GET T, AVOID B, R, GET T, D. 
GET PB, L, GET S, GET K5, L, GET M. R, R, U, L, L, U, L, D, U, L, 
U, CHANNEL, L, U, L U. GET M, D, GET S, OPEN D5, GET QUICK 
DRAW MCGRAW, U, U, R, D, R, D, R, U, L, GET T, R, U, GET H, 
GET T. D, R, U, R, GET T, R, GET M, R, GET H AND KZ, L, L, D, 
GET T, L, D, GET H. D, R, D, R, U, GET T, OPEN D2 AND 
RESCUE BOO BOO, GET PB, D, D, U U, L, L, U, L, D. L, D, D, L, 

L, L, GET K6, R, R, R, U, U, R, U, R, D, OPEN K6 AND RESCUE 
SNOOP AND BLABBER, U, U, L. U, L, U, L, GET K3, R, D, R, D, R, 
D, R. O, R, D, U, U, GET M, U, L, GET M, R, R, GET M, D, GET M, 
U. R, D, GETT, L, D, GET M, D, R, OPEN D3. YOU HAVE NOW 
REACHED THE "GREED MONSTER" 





A few quick gciiis arc avtiilablc from ilan Elliot ^nd Matthew 
Gales of Slade Green and without further ado and with im¬ 
mense pride and pleasure we present you Ihe tips that reach 
plac'cs (ihat's enough of that) Ed) 

If you put a hea vy weigllt on the CONT’KOL and the S key in 
PKKF^PIE then it might he slow but most of the time Lt 
dl-sablcs the timer. 

By driving into a skip on your bike in DKSPAXCH 
RIDKR it gives you another place to pick up a package. 

I luring the bout against the DKO NX BOM BElt in FIG H 1 
NlGTl'r, guard youraclf well and throw few puuclies. If you 
have more points at the end of round three ttian him then he 
will be knocked out. 

In ROGUE instead of pressing T for the map press 
OPTION. You can still move about but It is slower. 

On level 8 of HENRY'S HO LISE climb the ladder 
between tbe moving spiders. Keep pressing the space bar to 
pause the game until you have stopped It Just as It going up. 
Push joystick to the left and take off the pause. Hun like hell 
and take the cross. 

If an alien boards your ship in RESCUE ON PRAC- 
TAI-US and the mother ship is In the area, press B for the 
Frtnostcr and the craft will swerve about a hit hut in time climb 
and kill the alien In space. 
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mCE Of mgiV^19{I5 SpeCCs 


How lu f^et the knucklebone: Takt mandrake 

How to Jearn magih: Read scroll 

How to find prism: Cui the miiror the ring 

How to read parchment: Caxi FLY on yourself 

How to get aritiuur: Bury knucklebone, skull and bones w if^j a 

shovel 

How to get sword: Full the lever 

How to pass werewolf: Corry the wolfsbane 

How to be 3'oung again; Touch the Red Moon 

How to pass slug: Throw salt at it 

How to get staff: Cut vine 

How to see in darkness: Ruh eyehright flowers in your eyes 
How to get balls: Take the monkey to the cold store. Search the 
.ynrfw' once the monkey has gone 

Secret doors?: In ttak panelled corridor and in the study 

How to get wheel: Mypnoti.se the hat 

How to get silver mail; Give robes to the Golem 

How to kill spider: Cut the web 

How to pass Bloodworm; Cany hat 

How to pass Gargoyle: Tell It the answer of the riddle i=fear \ 
How to pass Moon beasts: Wave mirror 

How to enter stone room: Cast ESP spelt at door, cast BOM at 
idol, t:a.\t ESP at door, cast MYP at idol, cast £$P again and say 
"Idol, open door'' 

How to beat Myglar: Cass ZEN, then cast DED 
How to get to Stonehenge: Cast BOM at the picture 
How to get to other plain; Rub the Talisman 


Name Sanity 

Description 

Learning 
place (object) 

Focus 

DOW 

100 

Examines if forget is magic 

pendulum 

pendulum 

MAD 

100 

Makes target mod 

toble 

grlmoire 

SEE 

100 

Detects secret doors 

lab 

feldspar 

lens 

FIX 

91 

Cure target 

topestiy 

valerian 

FIN 

91 

Turns mail-wearing target 
info 0 fish 

silvermoil 

silvermail 

BOM 

SI 

Brings things to IHe 

clock 

trumpet 

KIL 

di 

Mokes target go berserk 

wargome 

axe 

DET 

71 

Detects dongers 

priest hole 

eldofs cross 

XAM 

71 

Examines magik properties 
of target 

prism 

prism 

ZEN 

61 

Takes you to the mists of 
time 

parchment 

mirror 

SPY 

61 

3ee room where target is 

statue 

condle 

ESP 

51 

Look Into room in any 
direction 

front door 

cryslol ball 

FLY 

51 

Mokes target fly 

ominous 

chamber 

broom 

ZAP 

41 

Lightning strikes ct target 

wargome 

ashes 

DED 

41 

Cortcel oil spells 

altar 

wheel 

SAN 

31 

Makes target sane 

plaque 

clow 

IBM 

31 

Makes target tearful 

blue box 

blue box 

HYP 

21 

Hypnotises target 

inscription 

staff 


MORE TIPSTER 































































































































































































































CRYSTAL RAroER 



HERE COME 
THE GOONIES 

As pf-cKTiised Iasi hore is the solulion to The C^ponies Iroin Nick Fartey o1 

Bourne in l^eicesteishire. Il isn't backwards because I've written il bacltwarda and its 
ircomprel^ns^^ so it$ forwarda I'm alraid. 

i-ev&i i 

man along ^nd placform and up me latider. Run leti and pump over the ciiair 
and pLiali il fight till it is unHjer the tedder. Jump on ihe chair, climb the ladder and go 
righl 1 Q the printing ptass. Stand in frenl oF il and it will apit oul money and Ihe tad 
l 0 dy will colled it. Leave the man by the press and press lire. While the lady is 
collecting the money move me man down Itie ladder and run mil arwl jump al the 
water. The fine will gg duI and the hole will be revealed. Go down it and presa fire. 
Just as a piece oF money falls ham the pneaa, run down quickly to Ihe Fireplafio. 
There ahotild be enough trme to get there but it ia very Fiard. Go down the lirepfaoe 
and mn righl down lh« tunnel. 


Level 2 

Ron past the tailing btMJIders by pushing against mem when they are down. Move 
on to Ihe lill and drop down to the boltom of the screen and nun left to a corkscrew 
lype thing. (This liha anomer boulder) Press fife and dodge the booldera. Go down to 
Ihe lilt and go left onta iho barrel. Press righl lo travel loft and stop by ihe pari 
dropping water. Press Fire and move man to the far left on iFie i^dorm $o he is safe 
from bats. Press fire and pres* right, dodge Ihe water falls and jump onto the bank. 
Jump onlo Ihe mound and ttav&l alofig the pipe and collect Ihe key. Move bolh men 
to opening which has jrust opened. 


Love I 3 

Go right aod go up ladder and move so lhat you're not under a gas spitter. Press 
fire, iTOve 2nd man to iamo placo as firsl man. Climb ladder and: jump gap ar«J 
dimb another ladder, dump into pipe and climb cross. Prese lire. Go next to liral gas 
lap and stand in Iront of it. Pra$$ Fire. Go down ladder and climb up half way on the 
f\&it ladder. Press fire Climb up IFie Ipddor. Jump left and go down IF^ ladder and 
gb to the pump. Presa lire, climb the ladder and operate pump. The pipe will btow up 
and you must go ihrough it. 


Lovel 4 

This is a very hard level. Keep the ball moving, when you jump on stririgi me cover 
on a hole disappears and the stopper at the end of the platform come* up. Let me 
bell roll atound the lop level using the slnng. Press tire when it is safe and mpvo the 
other man down lo Ihe next level Press tire, lei me bell fall down the hole. Press fire, 
ksEjp it rolling aiound the level while you move the other man lo the 3nd platform. Let 
if tall dawn me hole and k^ep il rolling on the 3 rd plaftlorm llll you gel a man to the 
very botiprn ol me screen and push Ihe lever. A bar irofo |he exit disappears. Do this 
three times and escape mrough me holes where the bar* werg. 

Lev^l5 

This level Is loo unprediclaib^ to explain eoaurelely. Whal you have lo do is move 
skulls to Ihe bottom righl lo form a ladder bolore they become skull flies. When you 
jump on bones on the ceiSng the ladder* disappear o# reappear. It you go through 
the big skull's moulh you appear at the top righl gF the saeon. through its left eye 
ypu end up sA Ihe bottcNm left of Ihe screen and if you are aJ Ihe top nghi of the 
screen and keep going r^ht you end up al Ihe right eye. Cimb Ihe skull ladder and 
go down |ha tunnel to escape. 


L&vel 6 

When blue blobs fall on ihe oolaured rioles Ihe plattonm of the same colour 
disappears. Move to the botlom middle ol ihe screen-, move up a ladder and jump 
onto me bone above il. The door disappears. Pra$.a fire, move down lo ihe middle 
Ijattom of the screen and go Ihrough the doorway. You will appear al Ihe top righl of 
the screen. Work you r way downwards by the small platforms and go to the bottom 
right of Ihe screera. Jump onlo the bone. Press tire, move the man down Ihe ladder 
through the open gale and dowr^ the screen in Ihe same vway as beiore. Jump on to 
the small white plalfprrti and then onto ihe bottom right platform. 

Level T 

Move both peopfe right and on to thie ladder. Move one man up to Ihe Top of the 
ladder and [ump him on to the bars up the o 1 her ladder and across the pipes going 
rek. Jump on to me ngbl pinball springer and keep jumping lill you grab onto Ihe 
bone which drop* a box into me water. Press lir-e, move the rrtan an me ladder and 
push the box until i| i* under Ihe bone. Jump into Ihe box arKl jump onlo the bone. 
This releases Ihe left pinball sponger. When you jump on it the octopus goes down 
into Ihe water. Jump out oi the pinball bil and jump into Ihe tunnel past the adopus. 
Press fire and move the door man to the same place. 

Level S 

Go up Ihe tug ladder and waii right until you got to me mesl. Go down The ladder 
and jump on lo the sinng. Press fire, go up the long IsHJder and dawn Ihe first open 
trapdoor. Go to me ladder end puH the chain. Press fire, go up 2 ladders and down 
She shon ladder to be by the lair person. Press lire, go down nexi short ladder and 
ge across and pull Ihe chain. Press tire go down Ihe ladder and through ihe open 
Irap doer. Walk right and climb all 3 right ladders. Push chesi off the ledge. Tg kill 
(he lady (when you do this make sure you are the (all person or she will kill you) go 
down to me botlom ol Ihe ship and climb aJI 3 ladder* on the letl, and pull Ihe string. 
PFe$:s fire, go down Ihe open trap door lo the chain wiih the other person on il and 
jump on it. Press fire, jump ell Ihe chain and go up ihe -3 ladders ao the left. Go 
across to the maal and go dawn the ladder so you don't fall dawn ihe hale. Press 
fire^ move up the lirsf 2 ladders on the right. Jump on lo the saii boom an the masl. 
Press fire, move me lever. Press lire, go on.to Ihe deck wilh tho chest on it arrd move 
up lo the chesi Press lire, go down the irapdoor and up Ihe 3 ladders on ftie right 
and move over the chest. You will rpw get a nice ending picture because you hsve 
completed The Goonies. 

TMAT’S XKi-L. /=^0/_/CS// 
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HOW TO HANDLE YOUR CHOPPER 

Ajidrew Hirmin^arn [see you don't have to threaten tne i^^th a 
JoysUckf) from Cambridge lias some lips for the helicopter slm 
TOMAHAWK that nomptement those froitl last Issue. He 
says that when you start don't take off. raise your thrust and 
collecLLvc but Stay on the ground. Put youT weapons on the 
tracking "square" and use your rudder to turn through 360 a few 
times and watch for enemy tanks and choppers on ft. AMicn it 
locks on get it In your sights and now take olT and hover a couple 
of feet oif the deck and fire. Now land and fly around around on 
the ground by pushing Idrwards on the joystick and by using the 
rudder to steer yourself- Wlien you find another enemy fly up to it 
hover and shoot, yOu can hover in front of an enemy t^tik and It 
won t shoot backF 


That wraps itp this Issue apart from tlie help that people need 
before they start gnawing tfieir own arms and legs off over a 
game that yi^u have oompleted. Do the right thing send 'em in 
{letters that is, not anns and Legs). 

Sherman Hill of Burton-on-Trent asks the question "When Is 
the Atari ST versLon of Zeppelin's megamighty gajiie 
ZYBEX Lo be converted?" Well as far as [ know they were 
never going to do a eonverslon but you could change their 
minds if aU you STers [that includes me as W’ell) bombard 
them witJi letters asking them lo do a conversion (Zeppelin are 
going to love me for LtiaL onef) 

In answer to Da\riid Hurst plea for help with SPELL¬ 
BOUND all I have to say Is look at issue 42 for tlie solution, 
Su Tutcher of Stanford-Le-Hope wants to know if there Is a 
way to skip lev'cls in Drelbs. I don't know but one of you lot 
doesf 

THE HULK and STARCROSS are proielng prob¬ 
lems for Robert Retd. He can only go into tw^o rooms in The 
Hulk and gets killed if he goes outside and in Starerross he can 
only get to 3 rooms. Come on get moving you lotE 
Ail that is left for me to do now is to hope that you had a 
Merry Christmas and that you have a happy and prosperous 
Hew Year. 

Oh no it's that address again?Eli 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST16 1DR 
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mi GAMES 


OKAY, SHOOT! 


Robert Patrice Jelt there 
was not much software in 
his native France so he 
decided to shoot his Atari! 

A fter Nintendo and Sega their light, gun, some 

friends nf mine asked me abouL the same Lhing on the 
XL/XE. After searching for a good while 1 succeeded in 
obtaining a ligfit gun and software and have now tested all Lhc 
programs avaHatale. I have det:ided tn write this artlcJe to 
answer questions about tliis product, the most frequent one 
being 1s It worth buying?’. (For those of you who want to know 
my opinion without reading all the softvrare appreciations, go 
directly to the concltislonl]. 

BANG, BANG! 

I wlIJ begin witli Ihe light gun package. Well, well, well, this 
box contains a grey light gun with cable and the "BUG HUNT’ 
cartridge. The light gun has a very modem form and Is rela¬ 
tively precise, but tlic Bug Hunt program ts awful and unplay¬ 
able. So, forget this game. Yes, I know, It‘s a bad beginning, 
but don't cry, because here comes the greatest! 

Have you ever heard of CROSSBOW? You probably 
knew the arcrade version who appeared in 1983 under the 
Exidy label and distiovered the VCS version adapted in 1987. 

But did you act the S-Blt version? Probably not, but let me 
explain how great this game is. 1 didfi't even know that this 
game existed untQ I saw the title in the B ^ C Coinputervision 
catalog, so J ordered it from the States and got It some months 
ago. The XL version has the Atari cop^Tlght since 1988 under 
the Ebcidy trademark. 

Imagine a gjame on cartridge with 8 action screens plus the 
map screen plus one beautiful presentation screen. That's 10 
screens in 16KEf And what screens El Each is full of colours and 
sprites at which you can shoot. The aim of the game is to 
escort your friends into the danger ?ones where loatlisome 
creatures try to kill tliem. The S danger zones are respectively: 
the llESEKT full of scorpions, %ultures, snakes, rabbits and 
ants: the CAVKiiNS with bats^ slalacLLtcs falling from the wall, 
ghosts: the VOIX^ANO and his burning rocks and lava: the 
JUNGLE with monkeys throwing coconuts as well as voracious 
plants: the \TLLAGE which has the most important quantity of 
enemies widi gliosis, wolves, the e^lJ master and people 
appearing at windows and shooting at your friends; the RIVER 
with bouncing boulders, pterodactyls, spies ^ fishes, alligatorsK 
frogs and birds; the DRAWBRIDGE in which you must avoid 
the archers' arrows, the pterodactyls, the alligators and open 
Qie drawbridge and the CASTLE HALL which is the final scene 
where you must avoid the dragon’s fire breath as well as 
arrows fiying from the walls. 

As you may now have understood, this game is really great 
and altl;iougli one of the rarer pieces of software for your 8-bLL, 


it Is perhaps one of llic greatest games everl 

BARmTARO BlIaSTER isn^t sn rare but Is the 
second best game lor the liglit gun. This title has been desig¬ 
ned by K-Byte for our 8-bits and has been available since 1987 
on cartridge under the Atari trademark. Tht action takes place 
in a Jarm and you hai^e to shoot critters, bottles and vannits as 
wen as vegetables. This game is addictive and funny as you 
have to shoot fixed botOes on a fence, then moving bottles 
thrown by a farmer^ vegetables in the field, and many animals 
In the bam. So, that's about 4 action screens. Animation and 
colours are well realised. 

CRIIhlE &USXER Is another kind of action as you are 
a detective and have to kill gangsters. In the first screen, you 
are in a car on the road and are overtaken by oltier vehicles. 

Some of them are driven by gangsters who shoot at you, so you 
have to destroy them by firing on directional arrows in die low 
part of tlie screen indicating the direct ion of your shooting 
bullets. Then you arrive in a quarter full of gangsters on which 
you must flre^ but you have 12 sections in the city to clean 
before ending your mission. It's not a great game as you have 
to be very^ precise in the first screen when shooting on arrows, 
but it is an Atari trademark game and has many screens and 
each quarter is different, 

SHOOTING DISKS 

Well, we have now seen all die cartridges available for the 
light gun, so let’s have a look at game disks. 

LIGHT GUN BLASTER is the only public domain 
game using the light gun. It was first published in brie Febru- 
aiy 1988 issue of Atari User’ and Is now available in die Page 
6 PD library^ on the Pedrokko disk- All you have to do in this 
game is to shout the most common coloured squares among 
other coloured squares. Pedrokko has redesigned the game by 
including a gun sound FX eneated with Parrot II and, as he 
says, the Harry’s 44 MagiiurnL 

The latest game 1 have tested for the light gun comes Irnm 
Italy and Is called GANGSTER '^^LLE from a software 
house called Lindasoft. This game has been written in Basic in 
1988. The aim of the game as you may have guessed from the 
title is to kill gangsters located In different places. Among the 
screens I have seen, the action takes place In an hotel, bank, 
house covered by snow, casino, post and so on, but I haven't 
been any further because they got me before? E 

CONCLUSION 

If you can put your hand on a Hgjit gun package, do not 
hesitate, especially if you can have CROSSBOW^ and 
BARNYARD BLASTER, which will boost the value 
of the package!! As you tmve probably understood, the light 
gun alone is not worth liaving but the light gun with the two 
above cartridges is really a great deal which will bring you 
hours of fun and entertainment. If you can try all Uiese three 
elements, you will understand what I mean!! 
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USING 

RANDOM 

NUMBERS 

y Subject for this article is random numbers- It is 
quite short and not too difTicult^ but like many sub¬ 
jects that seem straightforward it Is possible to get in 
a muddle If you do not underatajid the basic principles. For 
convenience 1 will use the term "'random number"" throughout 
this article, but what I am really talking about arc "pseudo¬ 
random" numbers. Mathematicians are very fussy about tnie 
random numbers and the generation of such numbers Is a 
science in ita own riglit. but for us the numbers generated by 
the Basic "RND" operator should suffice - unless you want to 
create a set of random numbers fur a premium bond draw or 
some such project and then you wiU either have to study the 
matter In great depth or pay for a set of random numbers to 
suit yotir purpose. 

THE RND OPERATOR 

Alan BASIC gives us a random number generator in the RND 
Operator, The operator has to have a dummy variable ^^^th it 
which Is usually set to zero, though any number will do, so the 
expression to use is RND[0). Tills returns a random number 
between and one which Is ne\^er equal to one. Tlius it is 
quite easy to make a whole list of random numbers between 0 
and 1 each wlLli nine decimal places. Try^ typing ?RND(0) and 
see what happens - you will get. results like^ 

0.3908S4399 and 0.657516479 and 0,189633178 

Tliis Is not very practical, so I will go on to sbow^ how to get a 
random number in the range 1 to 10, First multiply by the 
required range of numbers In the series (in this case 10): 
RND(0)*10 - this gives a random number with 8 decimal places 
In the range 0 to 10 (but never quite equal to 10]. 

Next Lum It into an integer: INT{RND[01M0] - this truncates 
the number deleting eveiything after the decimal point, so we 
no%v have random whole numbers in the range 0 to 9. 

Finally add one and the result - INT[RND(0)*“ 101+1 - gives 
random whole numbers in the range 1 to 10. The same ex¬ 
pression can be used for any range of whole numbers by 
replacing 1 with the starting number and 10 w^lh the range of 
numbers you wish to generate. 


PICKING NUMBERS 
FROM A SERIES 

Now we know how to pick a single number randomly from a 
predetermined range of integers, but often we need to pick a 
series of random numbers without repeating any, as you 
would if you wanted to call the numbers for a game of Bingo. 

Eiiach number can be selected using the technique shown 
aboven but it must then be checked In some way to ensure It 
has not come up before. If it has already been picked It must 
be rejected. 

One way of en suring lliat a number is not chosen twice Is to 
set a flag to indicate when It is chosen the first time. If we look 
at a series of 100 numbers (1 to 100} we can set up a series of 
variables FLAGU) to FLAG(lOO) to show when each number is 
chosen. Hie variable must be initialised to zero at the start of 
the program to show the number is available and must then be 
changed to one if the number Is chosen. Look at Listing 1. I 
will not explain it line by line, but it does exactly what I have ‘ 

described above and generates a set of numbers in the range 1 
to 100 In a random order, using each number only once. Run 
this pTOgram and you will see the problem with this method. It 
starts choosing numbers very quickly but slows down as it 
goes on. This is caused bty the numbers being 'used up' so 
that the random number generator Is more and more likely to 
choose a number that has been used before. When it gets 
towards the end, let us say when ninety numbeni have been 
chosen, there is a 90f% chance of choosing a number that has 
been tised already so the program has to loop several times 
before it finds a number from the unused ten remaining. This 
situation gets worse as we approach the last number In the 
series. ^ 

There is, fortunately, a way to get away from this problem and 
that is to remove numbers which have been chosen and thus 
reduce the range of numbers from which the next selection will 
be made. This means we are always selecting a number from a 
range of numbers which is equal in size to the numbers left. 

Listing two shows a way of doing this. Again it is written for a 
set of 100 numbers. Wliat I have done is as follows: 

Lines 10 and 20 - make a set of numbers from 1 to 100 in the 
variables NUM[1] to NUMfiOO] and set the variable RANGE to 
an initial value of 100. 

Line 30 - generates a random number PLACE between 1 and I 

RANGE, 

Line 40 - prints to the screen the number stored in the 
variable NlJM(PLACE). 

line 50 If PLACE is the last position in tlie range forget Jt i 

and jump to line 70 where I^NGE is reduced by one. 

Lines 60 and 70 * If the chosen number is not the last In Hit 
range it is replaced by the last number In the range and Lticn 
RANGE Is reduced one. To explain that another wavn the 
last number is moved to replace the number just used and 
Uien the last place in the range Is deleted. 
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REM 
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HU 

5 

REM 



CO 

B 

REM 

R Ian Finlai^sQn 

ft 

OG 

7 

REM 



GB 

8 

REM 

» HEU ATARI USER - FEB 1552 

m 

MM 

a 




H It n 



HJ 

10 

l>XM FLAG (lOei IFOR HUM=1 TO lee 1 

1 FLAG 


CHUM1 = 

OTffEKT HUM 


HR 

20 

FOR 

; COUNT=l Tg 100 


YG 

30 

HUM-INT CRND + 


VH 

40 

IF 

FLAG CHUMS <>0 THEN 36 


PI 

50 

FLAG CNUM} 


LH 

GO 

? HUM 


MC 

70 

NEXT COUNT 



MO i MUMKMKMWMWWWII Mli fWWHMMMMMKMiHIMWJl 


Cll £ REh * TlfTOftlflL SUBROUTINES » 
GE 4 REH RflNDOH MIIHBERS 2 # 
HU S REM # bU « 
CO 6 REM # lan FinlAi#£on « 
OG 7 REM »----» 


GB g REM ie HEM ATARI USER - FEB 1SS2 » 
HM ? REM KKMMNMW lP l l CMICHW WI H I - WN-W- W*»imMJ i MJ I Ml l 
HG ig RIM NUMCiee] 

UL 20 FOR COURT-l TO 100SHUMCCOUHT3=COUNT 
:NEKT count!RANGE^ lOB 
IS TO PLACEZINTCRMR COINRANGEl+1 
EH 4 € f NUMCPLACE3 
HT BO IF PLACE-RANGE THEN 70 
JB GO NUHCPLAOE}=NUMCRAIiGE> 

ZM 70 RANGE=RANGE-I 
OM 60 IP RANGE=0 THEN EHO 
SJ 90 GOTO 30 


Line 80 - checks to see if all numbers have gone and if so end. 
Line 90 - jumps back to line 30 to find the next number. 

If you run this program and compare the time it takes to the 
previous one you will see tliat it is nearly iwic^ as fast. If you 
then change the overall range to a thousand in each case and 
time them again you will see the real strength of the second 
method. It Is much faster. With this method the time the 
program takes to execute Is approximately proportlonal to the 
range of numbers being processed (ten times as many num¬ 
bers take ten times as long) while with the first method I he 
execution time gets vciyr long with quite small increases In 
range. 

I hope I have made the use of the RND operator a little 
clearer. The second listing should be very easy to change to 
meet specific requirements in your own programmes. 

Finally I must end with an apology. I am certain that I have 
lost some mail that was awaiting action and I think there may 
have been one or two letters from you amongst It, If you have 
written to me wiih a quer^r and have been waiting more than a 
month for a reply please do not continue to suffer in silence. 
VVrite again and 1 Vf^II reply. The address is still as follows: 

Ian Finlay son, 60 Roundstone Crescent, 
East Preston, West Sussex, BX16 IDg 


DISK BONUS 


PIPELINE 




by Chris Guise 

A thought provoking challenge 
that tests your wits in completing 
a pipeline as time runs out 

The object of Pipeline is to complete a pipe from one side of the 
screen to the other within a set time limit. You have certain 
sections of the pipe in place and /ou must figure out the course 
of the pipeline by using various angles and straights available. 
Sounds simple but when the time ticks away and the design is 
oompleK you will begin tearing your hair out! 

The program itself contains full insiructions on how to play but 
there is cheat mode which will give you infinite time - it's up to 
you to discover how to activate it! 


PfPBLINE is the BONUS on this issue's disk which also contains 
ail of the programs from this issue ready to run - no tedious 
typing! Disk subscribers will have received their disk with this 
issue but you cart purchase the disk separately for just ££,95! 
Order from PAGE ft P.O. BOX 54, STAFFORD, STfft WR 
Sertd a cheque or P.O. or order by telephone using your credit 
card - fetephone Q765 213928 


NOTE FOR 400/800 USERSr The intro screen on the 
issue disk does not run on these machines, As the disk boots 
a jumble will appear on screen, just press START and you wilt 
go straight to the menu. You can replace the AUTORUN.SYS 
tile on the disk with one of your own to run the menu if you wish. 
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TALESOfADVENTUR£ 



uw that you have tiiijniphed tri'er all the trials 
and trihalations of Zork II, after a short well- 
eamod rest, you will want to send your adven¬ 
turing ego. once again defenceless and unpre¬ 
pared, into the unknown realnns of Zork III. 

On power-up you will find yourself at the bottom of an 
endless stair, with the 'ole faithful brass lantern at your feet. 
You were at the top of this same stairway when you completed 
Zork II. You soon find a sword, but unfortunately, it Is embed¬ 
ded in a, large stone and despite all your efforla you cannot 
wrench It free. So feeling very wary and rather timid your 
adveniurer begins its wanderings around the unmapped caves. 

he completion of Zork III will see you graduate from a 
lost, wandering adventurer to a lull blooded Dungeon 
Master and Enclianter ivtot that you will be any the 
less lost when, or If, you start the next game. Enchanter, Some 
people are Just gluttons for punishment' 

So in Zork III yo-u need to gatfier all the accoutrements of a 
Dungeon Master, a staff, an ancient book, a strange key, a 
hood and cloak, an amulet and a ring. Once you have all these, 
the old Dungeon Master - who wishes for nothing else but his 
retirement - will let you through the dungeon door to solve one 
last pu2£lc in order to complete the game, your reward is to 
become the new Dungeon Master and custodian of the 
Dungeons ol Zork. He then flies off to Santa Ponza, for a long 



and overdue vacation In the llesh-pots of Spain, leaving you tn 
charge of the dungeons for eternity, or at least until you find 
another sucker to take-over the tedious job! 

But first, you need to obtain the six items required and to find 
the way to the Dungeon Masters door. This is concealed 
behind a secret entrance which will only reveal itself by an act 
of charily to an old tired man. He appears sound asleep in fact, 
and he wakes up feeling rather hungry. 

Y ou wUl find that there are more characters to deal with 
in Zork HI than in the previous two games, You've met 
the annoying but useful thleJ'in Zork I, the totally 
irritating Wizard, the inscrutable Gnome of Zurich and the 
elusive Princess in Zork 11. Here you will have to contend with 
at least five characters, and dodge some irate guards. The first 
person you meet does not appear. Initially, to be very trustwor¬ 
thy, but you will dlscov'er that you have to trust him with your 
life as well as your newly found treasure. You need his help to 
get the chest and yourself up the cliff, he then opens the chest 
-which you can't do - takes the contents - which you don't like 
- and leaves you a staff - which you do likef 
A walk along the shores of the Flathead Ocean, will not only 
give you a breath of invigorating fresh air, but may reward you 
with the sight of an ancient Viking Ship, and an equally 
ancient Viking sailor lialllng you, give a gay greeting in reply 
and you mlgtit goad him Into throwing something at you. 

B ack In the land of shadow you will be confronted by a 
hooded stranger (THE hood and cloak perhaps). Now, 
amazingly as if by magic, the unattainable sword i^aps 
Itself into your hand and you iunge Into a battle to the death, 
hut control your lust for blood, a fight Is necessary but to win 
this one you mustn't be too violent. 

The amulet and key you find south of the creepy crawl if, after 
a dip in the lake, you go down into a dark place where Grues 
abound. You need more than the old lantern, and the solution 
to this lies on the west shore of the lake. The problem is - how 
to swim the Lake whilst holding a flaming torch, without 
getting it wet and dousing its light. The answer may be in 
sometfiing you thought was useless after it had been emptied. 

Oil will experience an earthquake, which amongst other 
thiiigs destroys the Aqueduct and also opens a passage 
beside the great door which leads into the museum. In 
the museum is the Royal Puzzle, which is my favourite puzzle 
and solving ft rewards you with the ancient book. Hemember 
the marble walls are solid and the sandstone wails can be 
pushed. You have to push the blocks of sandstone around to 
find one that has the ancient book hidden under it, then you 
have to find your way out. You came in via a hole in the relling 
and you cannot get out that way, or can ynn'i" You notice that 
two of the blocks have a ladder attached to one side. But is it 
possible to manoeuvre a ladder under the hole? Kemember 
that to move a block south you have to get around to the north 
side of it and push. Two immovable blocks of marble sit in the 
middle of the puzzle, to make it that bit Jiarder! There i,s an 
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easy way out but the price Is the 
ancient book and you can't 
afford that. So you will have to 
persevere and find out how to do 
it the hard way. 

Back in the museum you lind 
the Crown Jewels (would a ring 
possibly he part of the Crown 
Jewels - seems likely) amply pro¬ 
tected by a steel cage. En the 
Museum of Technology you find, 
amongst ottter things, a weird 
golden machine. The ring you 
need, but the cage is impenetr¬ 
able. Wouldn’t it be nice if you 
could travel back h\ time, to be¬ 
fore the cage was built? The 
cage, apparently, was built to 
protect the jewels after a das¬ 
tardly attempted robbery I 
wonder who tflat wasi 

N ow you have all six items 
and If you have been 
kind to that old man you 
should know the way to the 
Dungeon Masters door. That is if 
you eaii get past the beam trap 
and the miiTOr trap and w^orst. of 
all the guardiansEf You wuuld 
really have to be invisible to get 
past them! 

Here you are at last wearing the 
hooded c;loak. a large flashy ring 
on your finger, a strange amulet 
around your neck, with an 
ancient book lucked under your 
elbow, clutching an old key and 
leaning heavily (for your adven¬ 
turer Is pretty knackered by now) on a staff, knocking on the 
Dungeon Masters door. He opens a wee peephole in the door 
and scmtlnlzesyou to make sure Qiat you fulfil all the require' 
ments. If satisfied he will then open the door and let you in to 
face the final challenge. He is perfectly willing to help you as he 
is keen to be off on his cheap rate holiday to Spain but beware, 
a mistake here can send you into a terrible fleiy pit and yet 
another untimely and painful death. 
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lURRMI 


INBIDE 



m<m 




ROOM 


ZORK III 


mapped by Linda Nalsmilh 


HALLWAY 


B£AU ROOM 



BUTTCKN 

ROM 


ROOM 


i - V 

J DAMH 

r 

) 

DEAD i 

1 PASSAGE 

p 


EMO 

i 

L_ 

_ 




TECH 

ROYAL 


mu^'f 

HALL 


mmm ! 


DOOR [ 


AWKtIM 



EHTR 


JEWEL 

AN£E 


ROOM 



mhL 

tUl 22 lJ 



snwKt 




rtOVAL 

PUZZLE 


A 


gain I have included ssome coded rlues. I'he code Is 
simple - Just read the clues backwards and hopefijjly 
they will help you If you are stuck. The intention of the 
coding is to deter you from reading all the clues at once and 
thus, perliaps, spoiling your enjoyment of an excellent game. 
Have a great adventure within the world of Zork III, Next time, 
perhaps. 1 will tell you about the fnmblings and stumblings of 
an tnexperienced Enchanter, 


by 

Linda Naysmith 
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U/XE TYPE-IN 



K eymatics is a fairly short program which gives you 

some mental arithmetic problems to solve. If this pros¬ 
pect sounds too awful to contemplate you can always 
change the questions» which are stored as DATA statements 
from LINE 5010 onwards. The existing questions are mainly 
suitable for ages 11 upwards, 


USING THE PROGRAM 

When you mn ilie program you will see 25 brown doors, 
arranged In 5 rows and 5 columns, on a Graphics 1 screen. 

You move an arrow around the screen with a Joystick, If you 
push against a door and press fire, a figure 1, 2 or 3 appears 
in place of the door: - 1’his tells you the Dumber of questions 
you must answer correctly In order to ' win'' the space. 'Hie 
maths problems appear in the lower part, of the screen. To 
answer a question Just type a number (no letters) and press 
return, if you are right the computer will either go on to the 
next question or put a gold key on the screen where the door 
was. The space is blanked out if you give a WTong answer. You 
can go on and select a new door provided you Jiave a green key 
to open it: You are given LO of these to start and you need one 
for each door. Ihe top row of the screen shows Jiow many are 
left at any stage. Ihe game ends when you get a tow or column 
of 5 gold keys (you win) or when you run out of green keys (you 
lose). 


PROGRAMMING DETAILS 


Screen Display: LINf^Z 20lC alters the Graphics I display list 
instructions to put 4 Graphics 0 lines on the screen. This is 
done by putting in 2s (Lhc Graphics 0 text instrucLion) instead 
of Gs (the Graphics 1 text iiistruclion) in certain display list 
memory locations. The questions are then poked onto Oils part 
of the screen using the subroutine beginning at LINE 400. Tills 
leaves tiie text window free for printing the player's answer 
plus the right/wrong message. It also means that fairly long 
maths problems can be used without cluttering up the screen 
and that, long questions and answers can appear on the screen 
at the same Lime. 

Arrow Graphic: The 4 arrow positions (i.c. facing East, SouLti, 
West and North) are dellned as user graphics using the ctiar- 
acters (J * and + . Ttiese appear consecutively in memoiy and 
are represented by CHR$(40) to CHR$(;43). LINE 2150 defines 
a variable "Cf" as being equal to 1 (for East], 2 [for South), 3 (for 
West) or 4 (for North) depending on the direction in which the 
Joystick Is pushed. The arrow printing routine then prints one 
of the characters - CHR$ 40, 41, 42 or 43 - according to the 
value of G ? #6; C H RS(39+G)1. 

Number of Questions:; The number of questions per door is 
determined by Lfie variable NN in LINES 2240-50; NN is iniUaJ- 
ly set at 1 but may increase la 2 or 3 depending on the value of 



by 

Ann O’Driscoll 


the random number '"R" generated in LINE 2240. To stop a 
really unlucky person getting loads of questians, a limit of 5 
each is put on Qie 3s and 2s. Tltis means tliat Qie maximum 
possible number of questions per game Is 25 (5 X 3 plus 5 X 
2); this Is wliy the DATA list has 25 problems In all. 

Changing the Questions: Jhe maximum number of questions 
[NQ) and question length (I.Q) are set up in LINE 30 and the 
questions and answers are stored from LINE 5010 onwards, 
'fhe present fisting allows for numeric answers only. If you 
want the program to accept string answers inslead you’ll need 
to DIMcnsion two new strings - one for tbie answers and one 
for (he user input - at the start of the program. You’ll also need 
to change the references to "ANS" and 'TRY" In the question 
asking routine at LINE 2300. For instance, if your new strings 
are ANS$ (for question answer) and TRY$ (for player answer) 
Just change 'TRY'’ to TRY$ and "ANS'' to ANS$ in ONES 2310 
fn 2340 and leave out the STR$( ) in LINE 2340. 

Deteciting Wtn^: The doors are located on the screen at rows 
L 3, 5, 7 and 9 and at c'olumns 4, 6 h 8, 10 and 12 (set up in 
LINE 2020). Two numeric arrays - C (for column) and R (far 
row) are used to keep track of the score. The variables X2 and 
Y2, determined by the Joystick movement routine, are the 
column and row co-ordinates of the ' current" door. UNE 2280 
adds 1 to the X2 and Y2 arrays when a door's questions have 
been answered correctly: a value of 5 in an array means that a 
Sine of 5 doors has been won and then the v^in message [LINE 
2600) Is called up. 

That s about it -1 hope that you enjoy using KEYMATICS and 
also that the above account of haw the program works might 
be of help if you wish to use some of the routines in programs 
of your own. 
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KEYMATICS 


El 

OK 

RQ 

5P 

EC 

TI 

^0 


REM M - WKM WW i lMMJCH WM MMMKKWM - M WMMMJt W- KMM M 


REM » 
REM « 
R^n « 
REM * 


KEVMflTICS 

ty 

Ann O'Driscoll 


* 

* 


HEM « HEU ATARI IJ5ER - FEO/HAA 92 » 

REM uyMWU l cHJjWTHWKWWMWWH Hii r i fmCWWHKKWHIC 


NM 8 HEM 
AH 29 H£H 


VMATXC^ 


zssm 

NT ^0 ttft = 25 : LHniee : NZ = e : N3-« £ RI = 0 ; HR=^0 i K = 

10 ;i: = i ; RIC=;40e :A8K = Z3O0i 

JI 50 &IM OS tLQ3 p^ SCS tLQ3 BL$ tLQ3 ^ M:? C34i , T 
CHQ3 ^ AS Cl!) . C C93 , n CJLZ3 
5V 00 BLS(i3=" “^TBLS tLfl3=" " : BL S 12:> =BL £ 1 M 
S = BLS:F0R I(::0 TO 9 I C CN3 =9 - R CN3 =$ : *tE HT 

11 £ FDR H = 10 TO 12 ! H CN3 =6 ! HEKT H 
IC 90 GOTO 1900 

EM 399 REM >> RDKE THXHES TO 5CREEI# 

JJ 400 FOR W^l TO LEU C9C^3 ; POiCE SC+5C1 + H, 
A5C t5CS CH, m 3 -32*CA5C f5C^ CM, N> > 063 
DO 410 IF 5C1=345 THEH 50UH0 fj , P j 10 ^ 1 2 £ FO 
R l>=!l TO 3e:HEHT 0 : SOUHB 0.0, 0^.6 
RV 420 ItEHT KlRETURH 
GF 999 REM 

MO 1000 GRAPHICS O:DErpEEKC5&03+256*PEEKf 
5613 ^ROKE Dl+b,0£POftf 0L + 7,7sPOKE &l_+2 
6.6 

Gft 1010 POKE 70Opl30SPOKE 709,14£P0KE 710 
,l44rP0KE 711J20;POKE 712^144;POKE 02^ 
0:PRKE 03,39 spoke 752.1 
MK 1015 FOR 11 = 50 TO O STEP -JL! SOUND 0^H,1 
e.lOsNEKT N3P0KE 16.64:P0KE 53774.64 
Xft 102 0 POSITION 15.0!? "PresentiPR”!POSI 
TlOW 22*1 :? F y n 4 t i c s-":? :? 

P0 1030 ? " There are nentai arithwetic q 
uostions hidden behind the doors on t 
he screen.*^ 

KM 1035 ? Ret 10 keys and you need o 

ne to openeach ^loor i Pick a door with 
the joystick"? 

5A 1040 ? "and press fire to open it- You 
win the door by correctly answering 
the nunber'^ 

OR 104$ ? '"*of questions shown for it. Jus 
t type an answer and press RETltpiic The 
objective" 

in 10$0 ? '"is to get a row or coiuMn ot s 
gold heysand you get one for each doo 
r you win . 

BM 1055 ? "^vou lose a door if you answer 
a questionwrongty so be tareful!”sPOSI 
TIOH 6,19:? "Wait a bit..." 

BO 1060 NB = 1S2:P0KE 106 . HO-1 ; R AMB = fl0«Z5E 
OF 1000 RESTORE 4000 : FOR 1« = 1 TO 34 : READ M 
C£ MS<H.H3=CHnSCMCJ £NEKT HIM=U5RCADRCMS 
3 p RAMB3 

JE 1090 FOB 11 = 1 TO 3«8:nEAD DTA : POKE RAMB 
+16'1+H.DTA:POSITION 20*19:? INTtB-N/O 
3 J" :NEKT H 

HH 1095 FOR N = Z5 TO 7«6£ READ DTA;POKE RAM 
0t40-i + N*i>TA;POSITION 20,19:? INT C8“H/ 
83;” "I!HEMT H 

TA 1100 POSITION 6,19;? 01$C253:POSITION 
0,20:7 "PUSH TO BEGIN" :PE=PEEKt7 

113 


SN 1110 IF PEEK^532791-b THEN 7000 
TI 1120 PDKF 711,PEEK£71i3-2:IF PEEKt711J 
<4 IMEM POKE 711,255 
DJ 1130 FOR TO 12!HEKT DjCOTO 1110 

UN 2000 GRAPHICS 1 : POKE 755 , R AMB/756 : POKF: 
757,1;DL-PEEK C5fi03 +ZS&KPEFK <5613 :SC-P 
EEK <083 +25b*PEEK C893 

CK 7010 POKE 82.0LP0KE 53,39;POKE 705.170 
£P0KE 709.752:POKE 710,0:POKE 711,38!F 
OR H-20 TO 23TP0KE 0L+H*2!REHT N 
FO 2020 FOR K = 1 TO 9 ST£P 2 £ FOR * TO 17 
STEP 2:00L0H 130:PLOT H,«:HEHT M£HEXT 
M:FOR H=0 TO 19 STEP 2 
NK 7030 POSITION H,0£? B6;CMR$£5S3:NEKT N 
SFOR N = 0 TO 19£P0SITIDM N, Z ; ? ttb;CMit5t 
43 II £ POSITION H,14;? tt6;eHP££43; 

TT 2049 POSITION «,23;? B6 i CHRS £4 3 J : NEftT 
ll:POKE 16,64; POKE 53774.64 
EB 7050 POSITION iS'p tts? tt6j "RIGHT 0'‘£ POS 
ITiON 12,9;? tt6;"HR0ffG O'-iPOSITION 10 
.10:? »6| "S^";P0SITlOH 19,11:? tt6i **0" 
AD 2060 H2=0:Y2=4:F0R H=1 TO HQ:FIN)-0:«E 
KT «:P0KE 764.255:6DT0 2200 

BL 2150 IF K-O THEN 7610 
MW 2155 S=STICKlei:IF 5=15 THEN 2155 
JB 2160 G=l*tS>4 AND S<8JF2N£S-133+3*£S>0 
AND S<123+4^*£S = 14J 

NF 216S H2 = H2F£S=:7 AND K2<103-fS = ll AND K 
7>03;YZ=Y2+tS-13 AND Y2<133-<6=14 AN& 
V7>13 

GH 2170 PQ5ITI0H Hi , VI i ? tt6;BL5itQ3 
EG 2200 LOCATE KZ,V2.C 

HZ 2210 IF CO130 AND COS THEN POSITION 
K2, V2 ;? tt6;CHN5t1f9 + Gl t K1=:K2 S Yl = V2S GOTO 
21$0 

JC 7220 SOUND 0,150^10.10;FOR D=1 TO 50!N 
EHT p;50UND 8.0,0,6 

PP 7238 IF C=3 OR £C=l38 AND STHIG£01=13 
THEN lt2=Xl : Y2 = yisG0T0 2208 
OH 2240 K=K-l; POSITION K1t2,0 ? ? t*6jBlLS£LQJ 
:R = Rftp£03 £HH = l:IF ^>0-7 AND H3<5 THEN 
H3=H3+1:HH=3iGOTO 2268 
IL 2250 IF R<0.4 AND N2<5 THEN H2=N7+1:WN 
= 2 

SF 2250 POSITION K2.YZ;? Mb;CHRS£48+HN3:P 
0SITIOH HI, VI!? 116;CHR5E39 + G3 
TO 2270 FAR 0 = 15 TO 8 STEP -It SOUND 0.32. 
10.O:S0UHD i,27,10,O:SOUHD 2,Z8,10,O!S 
QUHD 3,43.10.0 

LL Z275 fOR D=t TO 10:NEKT DjHFKT OiFOR H 
=1 TO NN£GaSUB ASK:IF P=00 THEM POP iG 
OTO ZZ90 

LO 22 80 NEKT H: POSITION K2,Y2:? ttGjCHRS lJ 
1 ;CTK23 =C fK23 +1 £ n £V23 i:PTY 23 +1 : IF C £K2» 
=5 OR RfV23=5 THEH 2600 
MK ZZ90 FON N=38 TO lO STEP -1;SOUND O.P* 
Z,10 h 10;HEKT H£S0UHD 0.0*0,0!GOTO 7150 
20 2299 REM — f I 

EY 2300 Q = IHTt tRHDt03NNQ3TIS eIF F<R3<>0 T 
HFIf 2300 
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KEYMATICS 


RQ 2310 FCfll=1:RESTORE ^000*<lOMQ]^REAP 0 


M& 5030 DATA 00K OF THE CLASS DON'T LIKE 

S , AMS ! SCS=QS ! SC$ tLE»tSC$J HJ ='■ ?'*:SC1- 


RICE. IF 6 PUPILS DO LIKE IT HOH MANY 

2??:G0S«B PKIMS^BLS 


CHILDPEN ARE IN THE CLA9S*3a 

ZU 23Ze TRAP CHtt$ (1ZS3 ^'‘VOUR 6NSME 


YC 5040 DATA JOE HAS 3 TIMES A5 MANY OOOK 

ff: ";:IHPUT aiO^TRY 


S AS ANN. fFTHEY HAUE 36 BETWEEN THEM 

GB 233Q IF TRV^AHS TMEH P=20 : H$ = "COftRECT! 


HQM MANY HAS ANN*9 

'^VRI-RI + i : POSITION ZO ’ LEM tSTR? TRII J , a 


GL SO50 DATA HOW MANY Z5g PACKETS OF SHEE ; 

:? ttBjRIlCOTO 23BO 


TS CAN I FILL FROM A BAG WEIGHING 1 

IZ 2340 f>-80 J M!S=i*‘MO , IT'S " ! MS CLEN tM$3 +13 


KILO*40 

= STR^ lEftHS? 


KP 5060 DATA SUE WEIGHS ^OKg. JIM WEIGHS 

DU 2S4G HR-HR+X;POStTXOH 20-LEH(STR^(HRl1 


2.5 TIMES MORE. HOW MAMV Kgs DOES JI 

,?:? BO:HR 


M HEIGH*70 

Ul 2350 POSITION JtO-LtN tSTRS CftI4HH3 3 , 11 : ? 


PR 5070 PAfA IF JANE DRIVES AT 60KM PER H 

tto;RltHR 


OUU HOW MAWVKM POES SHE TRAVEL IN 2i5 

HY 2360 tlif tl5 J ="PRe^'5 ! SOUND 6,P,1 


HOBOS* 1700 

6,12:? ’■+"f«5!F0R ft = l TO 99:NEKT P:50U 


IJ 5060 DATA LEH'S CLASS HAS 4 GIRLS TO £ 

ND O^OjOjO 


VERY S BOYS.IF THERE ARE 16 PUPILS IN 

YW 2370 IF STWiCtOJOO THEN 2370 


THE CLASS HOW MAMY ARE BO¥S*£0 

,JH 2360 t CHR$ti25» ; i5C$ = Bt$;SCt=2S9!G0SU 


FS SOSO DATA WHAT HUMBER DO YOU GET IF YO : 

B PK i a$=CMH£ C4SFMM-N) : IF Pi^BO THEN A6 = 


U INCREASE 60 BY 2K.51 

II II 


PY 5100 DATA WHAT DO YOU GET IF YOU IHCRE 

FT 2390 POSITION R2,¥2:? BB;AS:RETURN 


ASE 2iS BY ±0 PER CENT,2.75 

PD 2 399 HEM IPtPUT ERROR TRAP- 


OM 5110 PATA WHAT IS THE LOWEST COMMON MU 

i Ml 2400 ^ CHRS (253) (IZSI ;“NUlieERS ON 


LirXPLE OF 4 AND 6,12 

LY PLEASE!";FOR P=1 TO 999:NEKT DlBOTD 


ZE 512fl PATA HOW MANY GRAMMES IN 1.25 MIL 



OGPAHMES*i2S0 

HP REH-WaOiO-WUHJ.iWi 1,1 !!■ 


MS G13B PATA Jm AVERAGE AGE OF 3 GIRLS I 

MU 2600 SCS = "COHBRATULATIOH5 ! YOU * UE 140H ! 


S 16. ONE GIRL IS 16 ANP ANOTHER IS 

; P = 6-0 ; (^OTO 2B20 


13. HOW OLP ISTHE TMIfiP GIRL.17 

kU 2B10 Se$ = "SOPEV YOU HAUE NO KEYS LEF 


SY 5140 PAT* THE SUM OF TWO NUMBERS IS 40 

T ! **JP = 20O 


. THEIR PIFFEREHCE 15 4i WftAT IS T 

SL ^620 SC1 = 345^GOSUB PK1? £12^1 $POKE 


HE LARGER NUMBERp22 

B57,ll!? '^ + + PLAy AGAIN? V/N" ! POKE 76 


CF 5150 DATA THERE ARE S MORE GIRLS THAN 

4^2SE 


BOYS IN A CLASS OF 41 CHILDREN. HOW 

NC 2630 POSITION 4^23^? BET” 93"® over "^3 


MANY GIRLS AREIH THE CLASS*23 

FOP P=1 TO 50!HEKT D1POSXTIAN 5,23!? B 


KV 5160 DATA JOE CAN TYPE 25 ENVELOPES IN 

BIBLS£92?EFOft 0=1 TO SO:HEKT 0 


10 MINUTES.HOH MANY CAN HE TYPE IN OH 

UT 2650 IF PEEK£7641<>3S AMP PEEK(7643<>4 


E HOUP*1S0 

3 THEN 2630 


JR 5170 DATA WNEH YOU MULTIPLY A HUMBER B 

PM Z&60 IF PEEK£7541=43 THEM RUN 


Y 7 ANP AOP S TO THE ANSHER YOU GET 50 

HO 2&70 GRAPHICS O!POKE «2^2;PQK£ 7S2^0:P 


. WHAT IS THE NUMBER*6 

OfCE ?64p255:EHP 


P* 5160 DATA WHEN YOU MULTIPLY THREE NUMB 

CH 3999 REM ■:RCM4:fiTrlAH 


EBS YOU GET 96. TWO OF THE NUMBERS ARE 

QU 4000 DATA 104^104^133,207^104^133j206, 


3 AND Bi WHATIS THE TH£RP*4 

±69,0,133,204*169 *224j133^200,162,4,16 


01 5190 DATA IF THE PERIMETER OF A RECTAM 

0^0,177 


GLE IS 54 CMAHP THE WIDTH IS 12 CM MOW 

LO 4010 DATA 204,145*206*136,200*240,230^ 


MANY CMS LONGIS lT*lS 

205*2X0*207* 202,200,242,96 


KR 6200 DATA TOM HAS TO TAKE A 5Hl SPOON 

IKAVliKHtIdlB HEH CHARACTEAS 


OF TONIC 3 TIHES A DAY^ HOW MAHV PAYS 

UT 4040 DATA 126,109,245,229i239,2S6,239, 


WILL A laOHl BOTTLE LAST^12 

255 


OT 5210 PATA HOW MANY METRES IN 0.8 KXLQH | 

4050 DATA O,Z,5,2S3,69j229j162j0 


ETRES*6e0 

HA 4060 DATA 0,0,0,255,255,0,0,0 


: AH 5220 DATA WftAT HUMBER IS HALFWAY DETWE 

MM 4070 DATA 8,24,28,254>255,254,20,24 


EN 17 ANP 31*24 

RX 4000 DATA 56,56,56,254,254,124,56,16 


VA 5210 PATA SAM HAD 96 SWEETS. IF HE ATE 

AF 40»e DATA 24,56,127,255,127,56,24,0 


576 OF THEMHOW MANY HAP HE LEFT,36 

OO 4100 DATA 0,20,62,127,127,28,26,28 


CF 5240 PATA tUlAI IS THE AVERAGE OF 11 17 

OUESTIONS AHP ANSNEPS H 


AND 16*16 

HF 5010 DATA ^00 BOVS STAHIEP THE RACE. I 


HU 52B0 DATA HOW MANY HOURS ARE THERE IN 

F SK GAVE UPBEFORE THE END HOM MANY @0 


ONE WEEK*160 

YS FIMlS«tP*19A 


* 

QG 5020 DATA IN A CLASS OF 40 CIRLS 90K G 



0? THE SUM RIGHT. HOH MANY GIRLS GOT 



XT HR0ltG*4 


• 


40 
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K e-Soft have, a habiL of 
producing aroadc- 
sEyle puzzk games 
with above average graphics, 
great soiuld and a geiiernus 
helping in the playability de^ 
partment. Tile characteristics 
of this disk-based double from 
the German programmers 
should therefore come as little 
surprise. 

CULTrV’'ATlQN is a vaiiatiori 
on the Pustznic theme, a game 
in which the player is required 
to remove Symbol Ically pain 
ted blocks from a seiles of 
ever-more-challongi ng 
screens. What you must do is 
push Lw^o or more identicallv 


— 

ntle; 

CULTIVATION & 
CHROMATICS 

Publisher; Ke-Soft/EKc«l 

Price: 

£7.9V 

Format: 

Disk 

Players: 

? 

Reviewed by Paul Rixon 


marked blocks together by 
dragging them into a suitable 
location with the joystick 
pointer, so that they explode 
and disappear. To adrance 
onto a higher level you must 
clear the entire screen before 
die timer reaches It 
seems easy at lirst but later 
you discover that a sound 
strategy is essential. I’he 
blocks can slide sideways and 
drop downwards but cant be 
moved back up again, so 
youVe got to think careJiilly to 
avoid a no-win situation. 

Both sonics and graphics in 
CtdtEvation arc excellent. Tlic 
game kicks off with an ejicel- 
teiit piece of music and at cer¬ 
tain points in the game there 
are short bursts of digitised 
speec^h. Just like it's done on 
the ST (ah yeatif). The screens 
are displayed in the highest 
resolution possible, so there's 
not a lot of colour but it does 
look veiy^ professional. Jn case 



you get bored wldi the hun¬ 
dred screens supplied, the 
disk contains an editor so you 
can build your own! 

Flip the disk and youll Tiiid 
CliROMAllCS, a simpllfled 
version of the ever-popular 
I'etris. The idea is to rearrange 
descending blocks so that they 
settle to form horkontal or 
vertical llnea of Identical col¬ 
our - which duly disappear. 
Ttie blocks are all the same 
shape but consist of three col- 
otired segments. As a block 
drops towards base you can 
use tile joystick to rearrange 
the position of the segments to 


. .:^rTfrTr 


your best advantage. The 
game starts off rather slowly 
but when you eventually make 
it to the higher levels there's 
less room to manoeuvre etnd 
more colours to organise. The 
graphics aren’t bad thougli 
the music is probably better 
silenced] 

Cultivation and Chromatics 
are two more high quality pro¬ 
ducts from Ke-So ff. If casset¬ 
te-based users were ever look¬ 
ing for an excuse to splash out 
on a disk drivi^e. tfiis great 
range of German imports Is 
surely the answer to their 
problems! 



DREDIS 


A S you might have ex¬ 
pected of a game 
whose title ends with 
the letters 1s\ DREDIS i.s yet 
another variation on Lhe 'i'etris 
theme. Personally I'd like to 
See a proper clone of the ori 
ginal game but programmers 
seem more Inclined to produce 
these 'altemativc' versions! 
The main difference betw^een 
Bredis and tradltionar I'etris 
is the shape of the placing 
area. It takes the form of an 
inverted X shaped well, con¬ 
sisting of a wide base and a 
narrower chute from which 


the various geometric blocks 
appear. Rather tljan stacking 
up at die bottom of the .screen, 
the blocks float either to the 
left nr right and deposit at the 
lar sides of Lhe lower portion. 
Wtien a block first appears 
you can determine In which 
direcLion It should travel, Qien 
as it heads for die chosen ex¬ 
treme you can adjust the ver¬ 
tical position and also rotate it 
by pressing the Joystick trig¬ 
ger. The aim, of course, is to 
coristnict solid veiiJcai lines 
which are automatically eli¬ 
minated. so creating sufficient 


space for subsequent blocks 
to be positioned. You're re¬ 
quired to scoi"e a llxed number 
of lines on each level to adv¬ 
ance onto the next. As you 
progress onto higher stages 
obstacles are placed In the 
way so it’s harder to complete 
the iiex^essary lines. Any mis- 
plaeed blocks on either side 
Inevitably force gameplay to- 
w^aids Ltie centre of the well - if 
a block should come to rest at 
the mid-point of the screen, 
it's all over. 

Ttie graphics are quite simple 
and, to be honest, could be 
nuieh better. Xie blocks seem 
rather fliekery and the use of 
colour is somewhat eonserv^a- 
tive. Tlie music isn't bad but 
becomes annoying after a 
while unfortunately an op¬ 
tion to have sound effects in¬ 
stead isn't documented, 
idowever there's no denying 
that Dredis Is an addictive 


game (like all Tetris ^^aiiants) 
and it's nice to see a two play¬ 
er mode also included. 

Given the relatively high 
asking pilce, I think Dredis 
would be more wisely mar¬ 
keted as one part of a double 
pack - in a similar manner to 
some of the other disks re- 
\=1ewecl in this Issue. If you’re a 
Tetris addict who’s played all 
the other games of this na - 
Lure. It's bound to be a wurth- 
wdiile addition to your collec¬ 
tion. If not, cheek out the Pub¬ 
lic Domain first as you can 
certainly find a superior ver¬ 
sion of Tetiis there. 


Titl^: DREDIS 

Publisher: Ke-Soft/Exce-I 
Price: £7.99 

Formot: Disk 
Pioyers: 1/2 

Reviewed by Paul Rixon 
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ZEBU 

D id you enjOfv^ Ke-Soft’s 
brilliant ‘Sogon’ puz¬ 
zle? If ac you'll be 
pleased to hear that Excel 
have imported another simi¬ 
larly addictive challenge from 
the German publishers. 

The objective of ZEBU LAND 
couldn't he more straightfor¬ 
ward. Zebu is a little man who 
lives In a curious world of 
mazes. Zebu's world Is dhided 
Into fif^ separate screens and 
on each level your task Is sim¬ 
ply to guide him to an exit. It 
may sound ridiculously simple 
but the mazes aren't always 
quite as friendly as they seem. 
Rev^oKdnft doors can be tricky 
to negotiate, especially as 


Title: ZEBU LAND 

Publisher: K*-Soft 
Price: £7.99 

Format: Disk 
Players: 1 

by Poui Rixon 



sometimes they're blocked by 
fixed or movable obstacles on 
the opposite side. Blocks of 
various shapes and sizes can 
be pu sited around the maze 
into useful positions - often 
they prQT^ide the only means of 
escape. Sometimes Zebu is 
Joined by one or more of his 
three brothers - at this point 
you can toggle between the 
different characters with a 
press of the Joystick trigger. 

All must be transported safely 
home to complete the level. 
Unfort.unatcly extra hands 
don't always make light w^orkl 
The puzzles are cleverly desig¬ 
ned and it;s wise to remember 
that evciy^thing has a purpose 
- Ltic problem Is finding out 
what! 

The reason the whole expert- 
enee is so addicQve Is that ini¬ 
tially some of the screens 
appear to be completely Im¬ 
possible - until suddenly you 
discover tlie simple trick or 
sequence of acttcins that's 


needed to soh^c theitif Whilst 
you’re struggling through the 
mazes, you've also got to keep 
a watchful eye on the timer - if 
it hits zero, one of your three 
li%'^es is tennlnated. Since 
Lhere’s a possibility you could 
manoeuvre Zebu into a stale¬ 
mate situation, the Option key 
can be used to bring about a 
sp^Eedy demise! A welcome fea¬ 
ture is that ever^^ screen is 
password coded so onee 
you’ve mastered a IcT.-el you 
won’t have to repeat it in fu¬ 
ture sessions. 

The graphics aren't exactly 
stunning but Lbiey're not w^orse 


than hundreds of other games 
I could mention t The overaU 
game design shares several 
similarities with tlie equally 
pralseworLtiy Sogon, which I 
reviewed in Issue 52. The 
loading screens are veiyr nicely 
done and music on the tide 
page is a bright and breezy 
composition, quite dilTerent to 
the norm. 

Zebu l^nd gets my vote as 
the best non-violent entertain¬ 
ment package for 1991. The 
ingeniously Simple theme, 
professional presentation and 
eraftHy designed puzzles com¬ 
bine into a perfect mixture. 


TABOT & BROS 



A nother Ke-Soft twin- 
pack presented by 
Excel. Both games are 
miiltb screen platform style 
ad\^enturcs but that's where 
the similarity ends! 

TABOT is a robot super-hero 
who’s somehow mEinaged to 
get himself trapped inside a 
spooky castle. In order to 
escape he's got to locate a 
sertes of keys from each of its 
fifty rooms, but the problem 
isn't quite that simple. To 
make things a little more 
tricky there are vicious spid¬ 
ers, gaping holes, spikes. 


boulders and break away 
flnoTs to contend with Tabot 
can use his 'versatile' laser 
gun to smash through rocks 
and he can build laser bridges 
to traverse the dangerous 
openings. If it all seems too 
much to cope with, he can call 
a ‘durnmy' to the rescue ^ with 
one key press Tabot is instant¬ 
ly transported to the dummy's 
side. Failing this, it's time to 
forfeit an existence! 

Now for the bad news. This 
has to be Ke-Soft's least play¬ 
able game to datef The 
graphics are nowhere near the 


standard set by other Ke-Soft 
releases and worse is the fact 
that Joystick response Is quite 
abysmal- It's far too easy to 
unintentionally lose a life. I 
began to think I'd missed 
something obvious, but after 
studying the Lnstmetions sev¬ 
eral Limes over I eventually 
gave up In frustration and flip¬ 
ped over the disk. Fortunately, 
here was something in a diffe¬ 
rent class. 

Although it could be an awful 
pop group, BROS Is actually a 
very addictive clone of the 
arcade game Super Mario 
Brothers. Your task is to res¬ 
cue your brother from impris¬ 
onment In. a secret castle. An 
unusual option on the open¬ 
ing screen is a chance to 
select an alternative resolu¬ 
tion. You can have a large full- 
screen plajlleld or a smaller 
but smoother display in the 
central portion [Antic 5 or 4 
respectively). As you run and 


Jump athletically through the 
many screens you must watch 
out for the nasties and also 
keep an eye open for a range 
of goodies. By head-butting 
the castle walls you can some¬ 
times pick up mushrooms, 
coins and ammunition to help 
you along the way. The 
graphics aren't stunning but 
they're adcqtiate for the pur¬ 
pose and the way your charac¬ 
ter bounces across the plat¬ 
forms can be quite amusing, 
Sound is enhanced by snatch¬ 
es of digitised yells at approp¬ 
riate moments. Overall, Bros 
Is a thoroughly enjoyable 
game. Alas not Tahotf 


Title: TABOT & BROS 

Publi^er: Ke-Soft/Excel 
Price: £7.99 

RaysTS: 1 
Format: Disk 

Reviewed by Paul Rixon 
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MILES BEHER SOFTWARE 


TOP 20 CASSETTES 

■ 

TOP 10 DISKS 

■ 

TOP 10 ROMS 


Mission Shark. 

2.99 

Joe Blade II.. 

2.99 

Hawkquest. 

SOLD OUT 

Pole Positiori..SOLD 

OUT 

Star Wars.SOLD OUT 

Conflict In Vietnam SOLD OUT 

Trivial Pursuit...... 

.. 9.95 

Designer’s Pencil. 

4.99 

Tomahawk.. 

2.99 

Chuckle Egg. 

2.99 

Flight Simulator II 

.14.95 

Qalaxian.. 

4.99 

Cavern ia. 

2.99 

180!... 

2.99 

Druid. 

. 2.99 

Archon... 

7.95 

Fred .. 

2.99 

Yogi’s Great Escape. 

2.99 

Smash Hits 7 ....... 

. 2.99 

Rescue on Fractulas .... 

7.95 

Gauntlet... 

2.99 

Minja Commando. 

2.99 

Colossus Chess IV.. 

SOLD OUT 

David's Midnight Magic. 

7,95 

Yogi & The Greed Monster..... 

2.99 

Zybex.. 

2.99 

International Karate. 4.99 

Desert Falcon.. 

7,95 

Kick Off. 

2.99 

Plastron. 

2.99 

Draoonus .. 

4.99 

Food Fight.. 

4.99 

Head Over Heels.. 

2.99 

Speedhawk.... 

2.99 

Rampage. 

. 2.99 

Pacman. 

7,95 

Ghostbusters... 

2.99 

Ninja.... 

2.99 

Spitfire 40. 

.. 6.99 

Loderunner. 

7.95 

1 GAMES 

_1 

■ ADVENTURE'STRATEGY | 

■_ 

BUDGET CASSETTES 

1 


Cass. Disk 

Sfly vs Spy Arctic Aniics ... 2.99 3 99 

flould^rdash 2 . 2.99 6.99 

Triilbtizsr .. 9.95 

Soki Fllflht 2nd ediEion . 7.96 

Reseu* &n Fractulas .. 6.99 

iDuchdown Fn^tball . 6.99 

Spitfire 40 ..... 6-39 

□ raconus ............................ 4.99 

BrJan DIough'S FOdlJball Fdll. 2.99 4.99 

Preppie 2 .... 4.99 

Colossus Che53 3 ... 4.99 

Joe and the Nuclear Caverns 4,99 

Knodkdul Bdjctng ... 4.9fg 

Cuthh^rt Gois WElkabciut .. 2.99 

WIp Alley Ace .. ^1.99 

Night Mission Pinball . 6.99 

liKtsmslional ICarata .. ^.99 

PrtstPp II .... 6.99' 

Atari Compilation 4.99 

(& gamsE ^ Gtar RaidBFS, Tsunis bEc). 
Gaunliet * Oeepei Dungeon^ 6.-99 

Bop 'iV Wrestle ... 4.99 

Jogky Wilson’^ Darts .......... 4.99 

Gnostbusters ..... 4.99 

Ninja Commando ................ 4 99 

Mounlain Bike Racer ... 4.99 

PiralBs or Barbary Coast .... 4.99 

Smash Hits ^ .... 4.99 

Speed Aee -nr..,.. 4.99 

World Soccer 4.99 

Zvtex ...... 4.99 

Living Day^l 9 r^ts ... 2.99 

Sma&n Hits 7 ... 2.99 

Polar Pierre .. 2.99 

Mr. Robot .... 2.99 

Baia Lyra* . 2.90 

Afkanoid ... 2.99 

Spyhunter .. 2.99 

Druid ..... 2.99 

Crumbles Cnsis ____ 2.99 

Freaky Factory .. 2.99 

Laser Hawk .... 2.99 

Sidenivinder .... 2.99 

Nuclear Niel; ... 2.99 

Sunstar .. 2.99 

Wintar Events ... 2.99 

MonTeium^'s Rflvgnga . 2.99 

Astrodnoid ... 2.99 

Beer Belly Bert .. . 2 99 

Flghl Night .... . 2 99 

rtacker .... 2 99 

Plastron .... 2.99 

Quasimodo .. 2.99 

Maw York City ... 2.99 

Spy V 5 Spy .-. 2.99 

Steve Davis Snooker 2.99 

Scooter .... 2.99 

Eleklragllde . .. 2.99 

Rocket Repairman . ... 2.99 

Blue Max ...... 2.99 

Space Lobsters ..«... 2.99 

Nightmaras ... 2.99 

Graatast Hits VdI. 1 . 2.99 

Rosen’s Brigade .. 2.99 

Zaxxon .. 2.99 


PERIPHERALS 



Cass. 

Disk 

Flight Simulatur II . 


14.65 

Flight Sim. Scenery OlsKs 



Nos 1-7 each ... 


6.95 

OuBstrrin . 


6.95 

Field or Fire .. 

... 

7.95 

JInxter .. ...,r.. 


9.65 

Tima & Magik . 

... 

9.95 

LuTfcing Horrof ................ 


11 95 

Ingrid s Back . 

11.96 

11.95 

Knight Ort ... 

... 11.9* 

11.95 

Oloak Q-T Death ... 

... 2.&9 


Gunslimgflr .. 

... 

9.65 

Elfirnal Dagger ... 

... 

14.65 

Tneaftre Europe ... 

... 

11.6& 

Pgn^ar Grani-dier . 

... 

16.65 

Ballletrusier ... 

ijj 

16.65 

Warship .......................... 


19-65 

Vietnam ...... 


6.95 

Crusade in Europe ........... 


695 

Decision In the Deserl ... 

!” 3.69 

4.96 

Colossus -ChasE A . 

... 3.66 

4.96 

Kennedyroach ... 

... 

696 

Cullhroats ... 

... 

9.65 

The- Count .... 


4.96 

Pirate Advenlu re ... 

.. I 

4.99 

Scapeg:host ,r...,..,r. 

... 12.95 

12.65 

Bilicon Draams . 

... 7.95 

9.95 

Jewels ol Darkness _ 

.. 7.9* 

9.65 

Pflbel Chprg? .. 

... 

16.65 

Supar Fluay . 

... 

6.69 

Lanc-elot .. 

j.. 

11,95 

Saroon Ml Chew 

... 

6.66 

Knighla of llie Oee^rl . 

... 

9.65 

Ntato Gommarider .. 


9.95 

U.&.A.A.F. .. 

... 

14.65 

Trivial Pursuit ... 

.j.. 

9.95 


XL/XE CARTRIDGES 


Missile Com mgntl .. 

. 7.95 

StarRaNJers ... 

. 7.95 

Galajiian . .. 

. 4.66 

American Football ... 

. 7.65 

Food right .... 

. 4.69 

Loderunnflf . 

. 7.915 

Barnyard Blaster [Lightgun} .. 

- 7.65 

One on One eeskett>gll . . . 

. 7.95 

David’s Midnight Maigic .. 

. 7.95 

Archon —.... 

.. 7.95 

Rescus on Fractulas. 

. 7.95 

Moon Patnoi ,.... 

. 7.95 

Robolron 2084 . . 

. 7.95 

Dreadnaught Factor ... 

. 7.95 

Designers Pencil ....... 

. 4.96 

Raily Speadway .. 

. 7.65 

Eastern Front 1941 .. 

. 7.65 

1 UTILITIES 1 


Disk 

Miini Offica II ...... 

. 14.65 

Atari Writfl-r Plus .... 

. 26.65 

Planetarium . .... 

. IB.65 

Cut 'n' Paste ...... 

. 9.65 

visicalc .. ... 

9-95 


Zeppefm 

Frart ....... 2.99 

Cavemla . 2.99 

Stack Up ..... 2.99 

Mission Shark ..... 2.99 

Mirax Forw ..... 2.09 

World ScccBr .... 2 99 

Phaniom ..... 2-99 

Zybex ..... 2.29 

Speed Ace .... 2.99 

Las vegss Casino .... 2.99‘ 

Fruit Machine ... 2.99 

Sidewinder ....... 2.99 

Fantastic Soccer .... ... 2 99 

Kenny Dalglish Scrccer Manager .. 2.99 

Ninja Commander ... 2.99 

Blinky's Scary School ... 2.99 

Jocky Wilson Darts- . ... 2-99 

Tbe Living Daylights .... 2.99 

r^ountaln Bike Racer . 2.99 

Hi-Tbc 

Spy VS. spy ...... 2.99 

Spy va. Spy Inland Caper . 2.99 

Spy vs. Spy Arctic Antics . 2.99 

Space Rider .. .. .. .. 2-99 

Yogi & The Greed Monster .. 2.99 

Run 'n' Handy . 2.99 

Yogi's Great tsoapB . 2.99 

Byte Bsck 

Robot Knights .. 2.99 

Jal Scot Jack ..... 2 99 

Timeslip .. .. .. 2.99 

AStrodfoid . 2.99 

Spaad Run . 2.99 

Space Lobster .... 2 99 

Fighter PilOl .. 2.99 

Dreadnaughl . 2.96 

Space Wars .. 2.99 

Pfanet Attack . 2.99 

Mad Jftk . 2.99 

Roulette Simulalor . 2.99 

Cuamic Pirate .. 2.99 

Wartopter ........ ....r..Tr..„..,r...... 2.i9 

Ser'eaming Wings . 2.99 

Enploding Wall . 2.99 

Little Devpl _ 2.99 

Tornahawk 2.69 

Cccf&nssf^rs 

Fruit Machine Simulator .. .. . 2.99 

B M.X. SimulJltor . 2.69 

Transmitter . 2.99 

Red Max . 2.99 

Grand Prix Simulator .. 2.99 

Advanced Plnbatl Slmulslor . 2.69 

KfXX 

Gauntlet .. 2.99 

Foolballflr of me Year . 2.99 

Hardball . 2.^ 

Htf Sailed 

Green Beret . 2.96 

Artan-cid . 2.99 

Head Owr Heels . ... . 2-99 

At/anifs 

Air Rastua .. 2.99 

Dawn Raider .. 1.99 

De^m R^C-P ■. 2.90 

Pro Goll :.;.... 2.99 

Panik . 2.99 

Leag oe C haiienge ... .... i .69 

Pot Hebe Pete .. 1.99 

Spooky Castle .. 1.99 

Daylight Robbery ... 1.99 

Titan . 2.69* 

Periscope Up ... 1.99 

Encounter . 2.99 

Guntightei .. 1.69 

Crack Up . 1.69 

Survivors . 2.99 

Cops Robbers . 1.99 


Atl&mallvff 

Soccer . 1.99 

Spindizzy ... 2.99 

Pro Mountain Bika . 2.99 

Afarisaft 

Star Raidars .... 2 99 

Spaadhawk .. 2.99 

Twilight World ...... 2.99 

HaarlaGhB .... 2.99 

Thundert-cx .........L.......... 2.99 

Sllngshat .. 2.99' 

AdvBntumsoft 

10 Litike Indians . 2.99 

Sacral Mission . 2.99 

Arrow ol Daath 1 . 2.99 

Arrow ol Daalh 2 ...... 2.99 

Gcldan Voyage . 2.96 

Mystery Fun IHousa . 2.96 

Slrenge Odyssey .. 2.96 

Wizard ol Aljyrr . 2.99 

The Time Machine . 2.99 

Advenlureiand . 2.99 

Circus .... . 2.99 

Escape Irom PuiSSir 7 .. 2-99 

Perseus And Andromeda . 2.99 

Tha Count . 2.99 

Voodoo CaSlIe .. .. 2,99 

Waxworks . 2.69 

Firebird 

Malta Blatta ... 1.69 

MicnoRhythm .. 1.69 

Thrust .. 1.69 

Pfsyerf 

Stratosphare ..... 1 .-99 

Tanium . t.69 

Dizzy Dice . 1.69 

Bubble Trouble .. i.96 

Joe Blade II -.-. 3J6 

Panoon ....... 1 99 

Mr. Dio .. 199 

Fooiball Ma^iager .... 2 99 

Chucluc Egg . 2-96 

Pogotron . . .. 2.96 

Bouiderdssh .. 2.99 

BOUldfirdash ll . 2.99 

Darts ......... 1.99 

Eyslam S Pools . 2.99 

Turf Form . 2.99 

Afaetertronic 

Masterchess .. 1.69 

Protector ...,...,.... 2.69 

Revenge II .. 2.69 

Cryslal Raider .. 1.69 

Amauroia . 2.99 

Vegas Jackpol .............................. 1.99 

Kifcsiart . 1.99 

Invasion .... 1 99 

On Cue ... 2- 99 

Last VB ...-. 2.66 

Mutant Camels . 1.66 

Milk Rflce ...-.. 1-66 

Frenesls . 1.96 

Panthar .. 1.99 

Sidav^indar 11 . 2.99 

Despatch Rider ..... 1.99 

Hover Bovver :. 1 99 

Molecute Maa^ ..... . 1-99 

speedzohe . 2.96 

Ninia . 2.96 

Gh-ostbuslers . 2.99 

Henry's House . 1.99 

ISO! .. 2.99 

Bomhlusion . 1.99 


FULL RANGE OFATAft/ ^0 CART/J/DGES W STOCK 


Atari CXeOTrak-faall 8-bit 
Atari DXeOM-bflIIST'STE 

(Direct mouse replacement) 


ie.S5 


219/ZZ1 Cannock Road, Chadsmoor, Cannock, 
Staffordshiro, WS11 2DD 
Telephone (0543) 466577/8/9 


Add 5ep to UFdfirS less mn t &.QQ All prict? corracl al 
tlmi dt going to press. Access or Visa orders welSfifttP- 
Please add £1 psr Item lor overseas 
Please make Cbeques Or Postal Orders payable id 
“MILES BETTER SOFTWARE" 
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FEATURE 


WHY OH WHY? 


W hy do we computer users generally have upwards of 
two hundred disks of which we use, at the most, 
live? [fyou're like me, you raided the public domain 
libraiyr of your user group when you first Joined. ] know I 
obtained approxiiiialely 100 disks which I took home, tried 
once and never used again. Another member 1 know lias 
correspondence with two out-of-touTi users and they are con¬ 
stantly swapping disks. Wily? WTiat is the sense of spending 
money for postage when you can get disks you never use from 
your Own club for free? 

W hat aril 1 going to do with all the docurnentation 1 

pi'lnted Out from those disks? 1 always picked up the 
useless disk at the club lib^a^y^ went back home and dumped 
the docs out to my printer, then neatly bound them in folders. 
After that. I never used the docs again. They are now posing a 
fire hazard on niy desk. 

W hy do the docs on public domain disks always print out 
in 40 columns? Tliat has Qic effect of doiibling the 
previously mentioned fire Jiazard. 

D id you ever stop to think why you need an interface 
raLfier tfian a simple connecting cord to coniieei your 
prl liter to the eiglit-bit computed? The sadistic designers of 
these things do this so they^ ran install a second set ol DIP 
switches. This ts done so that the poor user will be driven up 
the wall trying to coordinate the two sets of switches. It’s 
enough to make you take up collecting spoons as a hobby, 

W hy does the wonderful disk which you saw demonstrated 
at the computer store turn Into something which is use 
ful only as a coaster after you pay 349.95 for it? Does the 
exchange of cash trigger something which turns a disk into 
worthlessness the instant you try to hoot It up at home? Can 
you think of any other reason I ha.ve. Si 149,68 wortli of disks 
good for nothing better than contributing to the landfill prob¬ 
lem in my area?'rhis could be more insidious than the most 
venomous idrus. 

oes silting in front of a VDU for a couple of hours or more 
e\^ciy^ day contribute to the liquefaction of brain cells? 
Wliat other reason would cause otherwise rational human 
beings to play computer games for hours on end? 1 have one 
game where tlie outcome eveiy^ time I play is that the e\hl 
Overlord of some stinking little planet I never heard of before 
sticks his atomic laser cannon up my left nostriL "I’hls happens 
ev'Cry Lime 1 play the game, yet 1 always boot it up again. Until 
this sLaited happening [ had gone blissfully Qirough life think¬ 
ing that my Momma hadn’t raised no stoopld kids. 1 guess ril 
have to reconsider that as soon as 1 finish the game. 

U sing a modern also leads you Into doing things you 

w^ouldii't want to admit to. A $324.25 jjhoiie bill can be 
difficult to explain to your spouse. It's bad enough tf you 
actually called and talked to an old drinking buddy by voice for 
that amount. If you have to explain that you were downloading 
files, minor wars can erupt. Particularly if they end up like the 
disks in a previous paragraph ttiat iio sane man can find a use 


Gordon F. Hooper asks 
the questions that 
sooner or later plague 
every Atari owner 

for, aside from using tliciti to start campfires. 1 would have to 
be living In Neandertlial Unies before Td ever want to start tfiat 
many campfires. 

M odems have another danger for the unwaiy user. Tills 
happens when you are on a long-distance BBS and the 
sysop enters into chat mode. This means Lfiat you and he can 
type back and forth to your hearts content. Tbie problem lies in 
the fact that 1 type at the rate of 2 1/2 words per minute. After 
we've been typing back and forth for half an hour. It suddenly 
occurs to me that I could have phoned him by voice and had 
the whole conversation in less than two minutes. I guess it's 
more fun to do it stow when it's costing you $ 1.63 a mlnutef 

W hy do I always have to buy a computer when It'^ first 
introduced? I paid $600 for my first Atari BOO. It cost 
$500 for iny 130XE. I paid far In excess of $ 1000 for my ST. 

I low do 1 get it to penetrate into my brsln that if I wait for a 
year and a hall after a computer is introduced. It generally is 
selling for what is practically chump change? Why do 1 always 
assume that the latest computer that Atari is selling will be Llic 
one that I need and I wiU never have to buy another one? My 
local computer salesman, who is working on commission, 
must thank whatever demented gods he worships when he 
sees my excited face walk In the door. He’d better pray to his 
unclean spirits that f can afford to finance his retirement 
before I run out olcoin of the realm. I know Atari wlIJ never 
run out of new computers. 

S peaking of new computers, w^hy are they always Incom¬ 
patible with the old ones? Each computer manufacturer 
has a line of machines wlilch are compatible with other slmUar 
ones in the line. Tills only pertains until a new computer with 
ten limcbs the memory and a far superior DOS la developed. 
TTien it is mandatory that It be made incompatible with the 
earlier ones. TTiis might contribute to higher gross profit re¬ 
venues tor the manufacturer, but Vm going to end up with an 
electronic junkyard in my computer room, 

I f and wlien 1 die, I'm going to ask in my will that my latest 
Atari computer be buriedi wiQi rnc. That way I will have the 
means to categorize all the designers, commissioned salesmen 
arid useless public domain software authors lliat will he with 
me ill the nether reaches of HelL You don’t want iv think about 
what I will do with this information. But [Just know I will have 
some positioii ol authority down there. 
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contact ... contact ... contact ... contact 


FORSALB: 


$DOKL SYSTEM: BOOXL witTi IDIO 
Data Recorder, leads. iTi^nualS 
and gome gBmes. N.B. NO j&ysE+Ch. 
herrca only £S5 o-rl-d. lO Mr. 

□. Ralhod. 22. N^tl S^reflt. Pra- 
ston. PR1 4R&. Bwyar must 
coHed. 

MODEM; Lion SYStems rrrodem 
taud rate i2O0i'24OO'4aoai'9GOO. 
Modal 560. swap 1023 printer or 
SOlLofiers. Tel. QSI 533 3774 

XL SYSTEM: fiDOXU XF551 disk 
(frwa. lOIOcasseHe reo&rda^i 2 
joy^licks, manuaJ plus O^-sr 60 
gemes cri casselte arxJ 30 garna^ 
on disk arKi lots more If Cl 50 p.n.a. 
Tel. 0734 460673 

XF561 DISK DRIVE: Far Al^ri XL' 
XE includes, o^er so disks inc. In- 
tennatXJnal Ker^le, DraconuS, Bop 
Ti' Wreslle and Alley Cat. AJSO 6 
blank di^ks, DOB 2.5 and Tud^O 
Basic on disk. OfleT-s abound EBO. 
Tel. 0734 47Q6T3 

ST SYSTEM: 1O40STwith mnno 
mcruilpr and original software. 

£360 or €310 and a iflSO disk 
drive. MaYSP*^- 033£^3ai4e 
and asK for David 

3MXL AN D MORE: aOOXL. XC11 
dala recorded', atl leads, manuals 
arKj original tape games. €65. 
Transdiak IV, EIO, ICD Printer 
Connecticn, £2S. Apply Poyolon, 
0625 376430 

PRIhtTER: 1027 in tuH working 
order.. €25. Also 1020 printer in full 
working order, £35. twth litrte used 
arxl in original boses. Tei. Charles 
0S1 462 5471$, West Wkkham. 

Kent 

350 fMTERFACE: CemplOte with 
manual, psu and oablee, £50. 

David Baker, 23 Meadow Riso. 
Shepton Mattel, Somerset. BA4 
5NS 

XE GAME SY&TEM: ^^mB con- 
sDte witli 64h memoFYr keyboard, 
lighi gun, games, icystki;, five car- 
iridgas, 21 cassotles and a tapa 
reconder (XC12). £150. Phone 
Isoek on (0226) 712065 or write to 
Isook Yin Cheung. 16. High Slreet. 
(jrimethcrpe, BarhSleV- S Yorks. 
B72 7LS 

XE TAPE SYSTEM: Complete 
65XE and XCl2 dal3 reorder lit- 
led with Ramblt lurbo Inadar, over 
100 gamss and irWiti^s. most 
Ftambil convened plus 2 jayslicks, 
E220 or swgp Icr your ET. Ption* 
Dave on 0654 711331 

5T SYSTEM: 1040BTE Wttb inter¬ 
nal arxJ Bjcternaf drives, mouse and 
mat. Ids of EQ4tware including 
STOS, databaSQ. word processor, 
ad and music packages, many 
games, joystick, dust ccvef. lock- 
abla disk box, all in immaculate 
condition plus all manuals, instruc- 
liPOS plus whole colleclion of ST 
Format m cinders plus many 
copies ol PAGE 6. £365. Ring 
Easi Grinslaad (D342) 32707S 


XL DISK SYSTEM: BOOXL. 1<lSD 
disk drive, 1O10 dala recorder, all 
with leads, transformers, cables 
etc. In esCOltent oondilicn wilh ori- 
ginat boxas and packaging and 
manuals. Plenty of cJ*sks inc. DOS 
2.5 and T^ansdlsk IV. Ids of back 
isBUBE or Atari User msgs dating 
frorTi VOl. 1 No, 1 May laSSloVOl. 

3. NO % Jan laas. EIOO for the 
lot. Tel. Pr^cn ^0772) 3133SS 

PRINTER: 1026 printer, good 
working order complete wdh leads 
af>d sorhB software, ESO O.m.o. Tel. 
Fl3y on 10263} 664006 

XL AND DRIVE: 600X1 wrth 
Happy (LaSOfi drive. Omnimen fit- 
led. cciginal boxes aveilable, £140. 
Riobh daisy wbael printer with Atari 
interface, £50- Tba let for £200. 

Tel. f06£&} 420762 

XL SYSTEM: 6Q0XL. 1050 disk 
drive, 1027 printer, psu'S arid 
leads, duisl covers, rnanuels. 
boxed all vpci. Atarlwriter Plua, Mini 
Office IL MpcrbSOtl Basic 11, Turbo 
Basic, Visicalc. XLi'XE disks etc. 
Inside Atari Basic, Easy Program¬ 
ming. Atari Besic. No splits, €130 
O.n.o. Oekvery 50 milas or buyftr 
collects. Conlact Ed cn 104431r 
203022 

RR1HTER: 1020 prifitftf.''pt0tter wilh 
original bcs. instrudions, power 
supply, leads ale. pkis pens and 
paper. £40 plus P&P Write to 
Paul. 17 Spring Roed, Clifton. 
Sheflord, Beds SGt7 5RE 

MAGAZINES: PAGE 6 issues 210 
43. £25; Atari User ccmplele sel. 
£15 Speech synlhestser tor Alari 
6-t>iL ^10-. All plus p&p. Phone 
Andy oo 0264 7B19B6 

PRINTER: 1629 wilh lOUf print 
Styles in origiral b&s complete with 
manuals, £75.1050 disk drive with 
feeds. IrajnfeIdKIinar and mslnjoliEJn 
manuals. €65. Both in eKrallam 
tondiliOh. Phone John on 0302 
0G3246 Of wnie !□ SfaEicn Farm, 
Elmham, Dereham, NRa0 5HH 

XL SYSTEM: 6MXL with lOtO 
dale, rerxirder, joysticks, manudUs 
and nvar £300 wenh Qi softwene. 

All in good oondilibn lor only €60. 
Tel. (MD5) 53524 

XL TAPE SYSTEM: 600XL plus 
1016 taps deck, live cartridges, 15 
games on cassette, joystirit. Com- 
pulef Animglion Primar, £60. Tol 
031 743 $679 

alien voice BOX: Ultra r^rc 
3-pit Atari speech synthesiser Inc. 
software cn disk and casSfiHe . ori¬ 
ginal box, insirutiicins Works wiih 
all a-bit Alari'S but needs power 
supply lor XL’XE, £35. 650 inter- 
facB unil wilb power supply, leads 
and nnahual, £3S. Tel. 0273 
773505 (Brighten) 

atari ^BIT BOOKS: Compute'S 
FtfSl Book of Atari. £5; Th& Alah 
XL Hgndhook. £3; Your Atari Com¬ 
puter. £3; Alari Sound and 
Graphics, £5: Aiati Basic Leerriing 
By Using. £3; Atari Software 1963, 
£10; The -cveativ^ Atari, €6. Pcat- 
aga axha. lei. 027-3 779595 
{Brighton) 


MAGAZINES: Atari Cennediorv' 
Atari E^loref {The oflicial Alari US 
magazine). SO issues from Sum¬ 
mer ’64 to June '69'. £SO; Hi-Res 
(US only msg. only four issues 
ever published!). 3 tssues form Jian 
■04 10 June '34. £6; Alan Home 
Compuler Club Newsi'lntjut-Oulpul 
iOX official 6-bi1 magaiirie), 5 
rgeues from Sumnver '02 lo spring 
64. £5: PAGE 6. 30 iSSUes fram 
Issue 1 to 31 ex. Issue 1$. £i5: 

Tbe Atari Computer Owner's Gliih*' 
MonilOr'. IhS first 31 issues Irom 
May '66 missinig only Augusl '67, 
£30: Analog, tne firsi 54 iasuas 
Ircm 10311£> 1967 in an unhrdken 
run. mciudlng all Ihe very rare 
early issues which ware almosi im- 
poss^^le to gat even in IBSt!, 

£lS0: Antic, ihe first 56 i&sues 
from 1-962 EC mid-1907 In an un- 
hreker Tun. again mckJding all Ihe 
vary rare early CSUCS^ £150. Ev- 
erylhing mint condition. Postage 
extra. Tel. 0273 77959S (Brighlon) 

XE BY$TEM: GSXE, XC12 dala 
recorder, S (oysticka, manual and 
leads. Ba^ic book, oasseiEes VfOdh 
over £100. carfrtdges WOlth over 
£4<S. In good condiliOfi, WOdh over 
£250, will sell lor €130. Phone 
0262 75623 fBurnfcey}. most even- 
irfla and we€fcends 

XL DISK SYSTEM: 6QOXL with 
1056 disk drive, naitTiar boxed but 
in good COntMicn with all appropri- 
alO cables and frensformera, 3 
manuals and dusi covers, 3 jays- 
licks. 2D-I- games inc. Beachhe^dKl, 
Autoduel. Aft. RealiEy The Ciiy, 3 
Atari books and nurtWrOuS RD 
disks. Buyar En tolloct. Would de¬ 
liver reasonabte distance. £1^0 
o.n.c. Ring 071 736 63$b 

MAGAZINES: 23 Odd wpies cF 
Antic - 1963 (91, 19^4 (6), 1945 
(6); Analog, Nov end Dec: 1966 ; 
PAGE 6 Issues 2 to 12 inc.; ST 
Ueer.'Wond issues 2 1c 22, 25, 26, 
26 Offers rmg 031 427 3034 

XL DISK SYSTEM: 8O0KL 64k 
with 1050 disk drive, loystick stiB in 
original boxes, Wank dis^ts, manu¬ 
als. evar £150 worth of software. 
£100o.n.o. c^all Mark (0474) 
564935 

MAGAZINES: Almost all bssuefi- W 
(Old) Atari User from No. 1 td Vol 
4 No. 7 inc. Can spttL anything 
considered. Write lo Paul. 17 
^ring Road, Clilton. Shefford. 
&eds SG17 5RE 

mSK DRIVE: 1050 driv«, needs 
sight atlanlion plus BODXL oom- 
plelB with cables, powerpack and 
aooessofies. magaimes etc- Also 
large sUlOCUon of games cassel- 
Ee&’disks. Ring 0773 716250 lor 
details. Buyef ccrfteBis. 

XL SYSTEM: aooxL with cassette 
reoerder, £40 -wCrtb Of sottware. 
transformer, leads, manuals and 
one joystick. Ex-Mllenl condhion. 
£55 o.n.o. Phono Paul 000(3 
291352 

ST DRIVE: 1 meg replscamar'l in- 
lOrr^l dhve fgr ST. only used For 3 
months. SeW for £-40. Buyer Ml 
teds or pays postage. Tel. {0469) 
09$65l 


XL mSK SYSTEM: BOOXL and 
1050 disk drive, power supplier, ell 
cables, -original manuals and 
books, programs and cartridges, 
hardly used aTKl in mint conditicn. 
£205. Call 021 427 41^2.. Jon. any 
lime 

XL SYSTEM: SOOXL system wilh 
1050 disk drive. 1*029 printer and 
leads. Ali boxed. Accessories, 
blank disks, gamas, Mirri Office II 
arxj Font Editor. £130b.n.O. Phone 
091 403 5410 

XE SYSTEM: 130XE. 1D50 disk 
drive wrth all cables ar^ psu’s, 
GrephiK Al Printer inisdace. many 
games inc. bdlfi Alt. ReaMies. 
Autcduel, ZOfk 1 elc.. utilitias inc. 
Mini Oflica II, Graphics Transfor¬ 
mer. boohs rfx;. Mapping Tha Atari 
and a joyslick. Nc spirts. £150 
o.n 0 Tet. (0234) 651930. Overl¬ 
ings only 

BOOKS; Makir\g The MOSl of Your 
Alari. £3: Compuiel'S Atari Cbllec- 
lign Vol. 1. £5; Advanced Pn?gram- 
ming Techniques for Your Alari. 

£7; Computer Arumatipn Primes. 

£6; Atari ST66CiOI> Progammer's 
Fteference Guide. £S: two disk 
hassd games. Tomahawk helicop¬ 
ter high! Sim (XL'XE . 64k). £5; Pi¬ 
rates 0\ The Barbary Coast, £4; 
TuibO BasiCr £5. Sand P.O.'S Of 
tfi^ue plus 3Qp per item lor post¬ 
age lo P.E. Morria, 110ACranleigh 
Road. Southbeume, Bournemouth. 
Doreat BH6 5JN 

XL SYSTEM: XL syslem. 22 disks. 
105Q disk drive. 4 ROMs. 2 jpys- 
licks and orlgmel manuals all For 
only €199.99. For details coniaci 
Chfislopher Thomsen On 0369 
400-1 lafler 4fim) cr write Id Alan- 
Idn Cotlege, William Streai, Du¬ 
noon, Argyll. PA23 7JD 

DISK DRIVE: 1050 + 05XE com¬ 
puter with all leads and manual. 
1029 printer wilh manual. dLisI cov¬ 
ers and pnnter oonnedions. Prog¬ 
ramming boohs. Buyer coHacts. 
Ring 0773 71^50. ask tor DefOh 

XL SYSTEM: G5XE. XC12 casset¬ 
te recorder. 2 joysficks, over £100 
worth ot qaruss and .Atari User 
mags 36-45. 47, £120. Phone 
Gareth on {0762) 765003 eKCOpl 
morning unS 4pm. Buyer collecl£. 

XL SYSTEM: 30DXL wrth 1050 
disk drive, 1027 pfinter, 1023 prih- 
Ler.-)pl0t1jer (boned, never usad), 
touch tablet. Atari Artist caTlndga, 
Aiarl Logo cartridge. Atari Writer. 
ViSkSLle. 2 programming books, all 
leads, psu's. manuals etc. sell for 
€220 o.v.n.g. Buyer DolladtS or 
pays pOBtaga. Tel. (0409) 696651 

600 SYSTEM: 300 compute^ 

(48k}. 410 recorder (ne^s psu), 
1020 pfinter.'plotter. ipuch labtet, 
Aiaxi Artisi cartridge, loads cf solt- 
wate. Feeds, manuaJa elc. sail For 
£00 o.n.o Buyer qclleeis or pays 
postego tei. (0469} 89GS61 

XE SYSTEM; 130XE, XF551 disk 
dnve. XC1£ reDordaf. (fish box, 
diaks, games, hookjs. everything in 
aa new cendition and boxed. Bar¬ 
gain Bl cniy £220. Tel. 02l 742 
8033 


XE SYSTEM: In excellerrt condi- 
ticn, latest 65XE. 1050 drive, 1027 
printer, looch lablat. 300 gam^ 
and software 'in disc bexas. Moun- 
lad on -compuler trciley Icr tidy- 
ness. Only £17S. Phone 9507 
363240 (Nr. Grimsby) 

Xi SYSTEM: 130XE CdmpUler. 
1(?0O disk drive (with LazeoCS 
DoUhlsr} and SMIVI604 priifrer plus 
software, games etc. £^45 o.n.c. 
Tel. 0e64 424455 

INTERFACE; 660 interfaca with 
printer -table. Mini Office II and 
manual. €49 o.n.o-. AIsc books. De 
Ra Alan. Tech NpteB. many Anlic, 
Analog, Moortpr. PAGE 6. Alan 
User and -other Alari boriks, cheep 
to a gppd home. Tal. 0532 066149 

XE SYSTEM: Suriolk user ha.? 
130XE. 1950 drive, printer l.-F. 

OSS Basic XE and books. £160. 
Consider split Phone {■02&4) 
767775 evenings for fuH details 


WANTED 


DISK DRIVE: Wanted urgenlly, 
compatible with BOOXL Will pay UP 
to £70 inc. p&p. Write td John 
Huhhock. 36 Ccnila^ Close, Wal¬ 
ton. LivarfXKiL L9 1JW or phone 
0^1 523 9966 

HARDWARE: Wanled in or-der o1 
prafarencte, 650 inlerlaqe, 1027 
primer. 1929 printer or even 1020 
primer (or enthusiast in Corfu. Tat. 
(UK) 9250 764507. Peter Kirkby 

DE RE ATARI: Copy (}1 De Fie 
AlSLfi, must be in good COndiDon, 
Wfll pay good price. Phone Paul 
on 061 672 2614 

OLD ARCADE CAME®: I particu¬ 
larly warn Gyrus. F^ogger and 
Popeye (tape, disk or ROM). 

Phone Andy Scales un 0267 
624011 OF write to 117 Willan 
Beinh, Seltbuni, Cleveland. TS12 
INS 

LEADERBOARDr Has anyone gcH 
a copy of Laaderbbard (Golf) on 
-casselta. Will pay or swap lor 
anothar game. Centals David Fare 
on 0492 596109 or al 7 Maes- 
Y-Llan, Gylfm, Cnn-A^y. Gwynedd. 
LL32 3NB 

HARDWARE: Alari Iraak wants 
broken bits of Atari hardware (noS 
2600). Wil pay postage and Sdfkall 
pnee. Please write with details to 
Russall Gilpin. 59 Grassington 
Road. Sr. Anrws. Lancs. FY9 3QE 

WAR GAMES: Cdorficl In Vietnsm 
and NalO CtJmmancter, beth cn 
cassBite. I Will pay up la £25 for 
these games II you ere interested 
write to Yasser Nahi, 1176 Laiidon 
Ftoact, Leigh-pn-Sea. Essejs SS9 
2AH Of phone 6702 75201 


MORE 

OVERLEAF 
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TRANSDISK IV 


NEW 

LOWER 

PRICE! 


NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK 
TRANSFER SYSTEM AT A SAVING OF £7! 

Transdisk is o simple to use utility that will transfer most cassette games to disk - easily and quickly 


• Handles any type of cassette format 

• Allows several games on one disk 

• Handles cassettes that require 64k memory 


• Handles cassettes that load extra levels 

• Use all available memory on XL/XE machines 

• Full step by step instructions included 


Ar NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULL Y TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 ■ ONLY FROM PAGE 6 

Send a cheque or postal order with the order form on our Accessory Shop page 
or just write. Credit card orders accepted by teiephone on 0785 213928 

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Post free in UK. Overseas please add £2 postage 


contact extra... contact extra... 


DISK DRIVE! Wanted urgenily, 
disk drive (lOSO^ and printor (1020, 
1027,1029) for 000X1. all leads 
Bic. needed. Musi be iri good 
working order. Reasonable price 
plsaae. Contact Sieve BaterPtan, 
29A Stanly R&ad. London. E12 
6fiL 

BASIO: Wanted base Rsv. C car¬ 
tridge. Richard Carter. 731 
Park, £1. Savioiir. Jersey JE2 7PQ 

LEADEHBQARD: Copy on casset¬ 
te wanted as I can't Und it any- 
whane in my area. Kevin Hannigen. 
CummeaJi, Adare, Co. LimeridK. 
Rep or Ireland 

MLrSiC COMPOSER: f^usic Con>- 
posef or othef music sonware on 
disk or ROM which will enabla ihs 
music to be prinieci using an 
Bp^ compeiibie printer Phone 
CharlBS Ofil 4$3 5476. 'Wesl Wick¬ 
ham, KefTt 

DISK DRIVE r XF551 or 1QSD disk 
drive wanted in good working order 
and With i^ads and manuals. Will 
pay rihasonaJble coel and postage. 
Please writs to Fergus Ferguson, 
Loogh Gor. Brulf, Co Limerick, 

Eire 

DIGITISER; Wanted graphic digi¬ 
tiser lot the B-bil oompglef a1 
reasonable price. Write to Nir 
Darey. P.O. Box 6Q02. Acco. Israal 
24720 


MAGAZINES: PAGE 6 issue 35 
end any isaues prior to 31. Also 
warned, any iesjuae of old Ateri 
User n^agazine. Ottering in ex- 
Chan^ on* program 1w every 2 
mags (must be in good -condMionJ. 
Programs all original disks wm ori¬ 
ginal documentalion inc. some 
herd lo lind titles (Karateka. Ser- 
penrt's Star, Neverending Story 
ate.). Also looijng for Conv^Ut^ l's 
Atari Colledion VoL One. write to 
Ed Hall. 6& Mofrisen Drive, Yel¬ 
lowknife. Norlhwesl Terrilories, 
Canada, XIA 2Z1 

DISK DRIVE: Wgnfed lOSO. &10 
or XF&51 disk drive. Trystan 
Magus, 23 Newbridge Way. Tnyro, 
TRT 3LX. Tel. 0372 77972 


iOULDCRDASHr Boulderdasb 4 
5 cne^ns wanted, your awn de¬ 
signs, i’m addided. I am compiling 
a Bouiderdash library and ne^d 
your Ex^eens to help me. Send al 
you've got. I will nelum your tapes 
or disks wilh new screens ol my 
Own design and friend's designs, 
over 2CX3 available. Appro*. 40 
screens per TDK C30 (1 side), 40 
scr^eens per disk side. Return post¬ 
age win be paid by me-. ll you 
haven't any screens send lor sdKn& 
Iree. enclose tape or disk and sae. 

I also urgently need a Sogon edi- 
Icr. Paul Kavanagh, 4 Ryecroft 
House. Tyar^al Lane, Holme 
Wood, Bradford. ED4 DEW 


DISK DRIVE: 1050 disk dnve and 
gartfees on disk, Boulderdesh. 
Bounty Bob Strikes Back, Bruce 
Lee, Fort Apecelypse, Inlemalion- 
al. Karateka. R.W. Walts, 2GS 
Shenlay Fi&lds Hoad. Selly Oak. 
Eirminghanfii, &£9 50H 

PRINTER: Urgervliy wanted tor 
BOOXL. Details pleesfr to Bil, tel. 
Leeds 0532 796653 


PENPAi$/HELP 


LEEDS CASSETTE USERS 
GROUP; The only group enlinety 
dedicBted to cassette ushers. For g 
free irviormatian pack please seixl 
a large stamped addressed en¬ 
velope to Leeds Cessetle User 
Gioup, 14 Hdlin HHI Avenue. 
Laads, LSB 2PP 

TURBO BASIC: fm Currently get¬ 
ting tog&lher all iniormalion. ihal i 
can ijii Tudjo Basic Th* ^nd rft' 
suit wni be a disk v^hich ■& to b& 
reteased o^ttb Ihe public domain, if 
you have any information on |he 
Eubjed then send it to me. All cofl- 
tfibulions will be Ifsled on the disi;. 
Here's you chance Id be lamous. 
Write to me at R. Espinc. 111 Pas- 
ton Ridings, Fasten. Faierborough. 
Cambs. PE4 TUX 


USA CONTACT; I would like to 
hear from lattcw e-biiters Irom 
around iha glob#. I have been 
using my Alan lor 10 years and am 
looking for new sources of PD SOtt- 
were as well as commercial mad 
order oullels. Please write to Ray 
Wilmott, 10. South Rhoda Street, 
SpDtewDOd. NJ 03334. USA 

PENPAL NEEDED: My name is 
Paul. I hayea 13DXEand XC12. I 
hav« arour^td 20 games, f am new 
to the Atari sosne and I would like 
to swap games and I would kke 
some useful tips. Please write tb 
Paul Mugeni,-4 Pinehrook, Trim. 
Co. Meath, Ireland 

PENPALS WANTED: Itilbe 
Leioeeierehire area. I have e 
0QDXL with a 1050 disk drive with 
various disks olus son^ easseltes. 
11 you would 1ihd to swap please 
contact Wg/ren Whlleman, 19 
Breadcraft Lene. Barrow-on-.Soar', 
Loughborough, Leios. LE1^6HW 


CONITACT is FREE of cfiqrgb pud m&y Ibe uaed by 
aoy genuine Atari enthusiast far cantaetlpg otli«T 
owners. Any notice may be IdcLuilcd except those 
offering software only for sate or exchauj^c nr those 
offering Items for sate commeireially. The Editor 
reserves the to omit any nDtice intcaivaei at 

his dlscresian. 

Send your COPffTACT notice tp CONTACT, PAGE ft, 
P.O. Bdk 54, Stafford, ST IS IDR. Please write your 
notice on a separate sheet of papern not b.b part of 
a letter. 


S-BIT PENPALS: I h^ve a variety 
ol 3-bh: equipment and wggld Iik6 
[□ oarrespond with any other 6-bl1 
ufiWS. Write to Paul Saunders, 24 
Tyler Road. Hazlamere. High 
wycomba. Bucks. HP15 7N3 

CONTACT^: Anry &-bltlers WOd- 

tfwide to wap games, hint and 
tips. Disk based only ple^e, Al 
leltera answered, wrrie lo Paul, 12 
Treelands walk, -Ordsall Park Sal- 
fond. 3. Manchesler, MS 0FX 

XUXE PENPALS; Hi, my name is 
flay. I haveaSD0.XL. 2 1050 
drives, prwiter «tc I would like to 
swap- hififts. tips and games, so if 
you a/e in|ere?led wnto to R. 
Robertson, 1$i Littiebury Gfoen, 
Basildon, Essex SS13 IPA or tel. 
6263 534033 


FOR SALE... WANTED... PEN PALS... ADVICE... HELP... 
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BARGAIN 

SOFTWARE 


We are sM managing to uncover a few new Uems of software for 
your XL/XE so check all the new items this issue. Check the inside 
front cover and the following pages. Some items previously adver¬ 
tised are now sold out but there are still word processors for you to 
choose, from the most simple to the most complex, plenty of games 
and much serious software - the choice is yours. always we are 
able to offer these items at considerably less than the recommended 
price so check through the Accessory Shop pages. 


BLUE MAX 

Om of lh€ classics dt' Atari history £ Hlue Max 
is set in 191? during WurM War 1 and lips you 
flying a missioii in a bi-plan^ fighter bomber 
along a riv^r attacking enemy planes and 
bombing bridges an<l the enemyairfields. 
.Superb diagonai seroiling similar lu Zaxxoil 
makes lliis an evciting classic game. 

Normally £14.95 

CARTRj'bGE OUR PRICE £7.95 


EASTERN nONT |I94I| 

I'hL^cIsiHHk -viar ^iTnulalkii by Chris Crawfurd 1hat 

-Mviri votvfn it fli^t r«leikK€cl. HsAtd on 
th« real life h^lll« nf t>p€r;itiDii l]:irhunRi^!Ji □!! Ihi^ b^Frdcr 
uf Kussiit you ni jsl ccFTnFn-nTiii Iht for^'ni: Ihnni^i <lk 
viivjii't ^likkr to wh^ltter ynur skillF; 

deiftinLne j diEferenl uuLeume tn^m history. Kss^v tu 
understand. dLfTicult lu kiir bul .an idtnl inlroduiliun hi 
ijumputer ^-ur^uiniiit^. biffin ilety m ATurl fla^ijiti.'! 

Recommended price £12.95 

OUR PRICE £6.95 


BACK AGAIN! 


feAdb«Miw MHnrmu 





ROM 

CARTRIDGE 



BACK AGAIN! 



ROM 

CARTRIDGE 


US FOOTBALL 

Americiin t'4MNlh:kn mtw u hig crm/.n in I his cuuiilty 
and you can uvw pla> ut huiiic. OulHiliarE Eiie defence, 
pass wSih iAtna/ing isccuracy, run wiih speed and 
ability, mulce lackles., wlifet urtifn^ivc and defrns-ivr 
plays und mure. You can Eake ud I tie compuler in a 
pracllct game or challenge a friend to a dramaik 
vielECF hn^l JCamB ut yuur itwn in a packrcl sladium. All 
the thrills uf the gridiron. 

Normally £12.95 

OUR PRICE £6.95 


MASTERTYPE 

Nitvi unyune eun learn En type nhilsl pluying U ehallerifEillg 
S^aine. >1asE?rtype i^^une of Ehe uriginaL 'game ba^d' 
typing lutDif^ wliicli requires yuu tu ifap enemy words as 
they apprnaeh fnBm the hnir curnLTH tif Ehe seretn. Bui il 
nut rruLly u game fur, before you realise It.you will 
become quite proncieni ufi the keyhnurd a.-^ yuu pru^ress 
tlircHkgti IN leMEkns «i4'inereasin|i; o»inple\iiy. 

Recommended price £14.95 

cartrTdge OUR PRICE £2.95 



DAVIIKMIDNKINTIIAGC 

Pinball on your Atari can hecome totally addictive as 
Ihoii'candnE nf addicts to the famou^f Pinball Cunstruc- 
luin Set will le^slify. Now’ you can join In the fim with 
David's Midnight Magic, all the thrills «f thE pinball 
table on your screen, I'herc are flippers, bumpL-rs, 
drop targets and you ean even ^shaVe' the niiichlne. 
All of the nctiun of real arcade pinball lor up to four 
players 

Normal price £14.95 

OUR PRICE £7.95 



ROM 

CARTRIDGE 


ROBOTRON 2084 

It's the year and ynu’re thE only bein^ left who 
eun defend humaikily again:^! the Kubotron armies? 
Y'ou've gut lu move niuickly lo Teseue I he dL-fenccless 
humans and blasi fa^l with your anti-robol ia5^r Kun 
to isbatter the n-newkming waves of Cl runts. Hulks, 
Brainss. Spheroids. Electrodes and mutant Prt^s. Only 
you can ^ave the Ih.^I survivorsl 

Normally £12.95 

OUR PRICE £6.95 



ROM 

CARTRIDGE 


MOON PATROL 

Your beat; Sector Nine, hnme tW the rfHighi'vl, lunghest 
thugs in ihe galaxy. Vuu have the fiitesE patrol car on the 
force, fomplele wlEh anti-gravity jump hutlous and laser 
bullets, but you'll need mnre than a uar in [he rough 
terrain (d Sectur Nine. Blast ITOs. leap over landmines, 
Demulish tanks and Jump huge craters and mmm rucks - 
just to survive. tiSreai ^fJ j^raphirs iind i^chhI musdc add to 
the enjuymeni of this addictive arcade conversion. 

Normally £12.95 

OUR PRICE £6.95 


BACK AGAIN! 



ROM 

CARTRIDGE 


MISSILE COMMAND 


BACK AGAIN! 


Another of the all-time classic arcade games 
that has ynu defending cities from missile 
attack. Command the defence gun:s a.s enemy 
missiles rain down from space to attack your 
cities. Later smart missiles and buiiibers will 
appear making the actitm more and more fran¬ 
tic. For one or two players. 

Normally £14.95 

OUR PRICE £5.95 
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JUGGLES RAINBOW 



A first compuler learning experience tor children 
aged 3 to 4 that teaches the enneepk above, below, 
left ond right plus letter recognition allcpwing the child 
in enjoy learning with colours and mu^e and games 

Ihtv can create and play ihEmselvtH. 

OUR PRICE £5.95 

NOW ALSO ON DISK! ' 

DISK OR 
CASSETTE 



DISK 

ONLY 


MICROSOFT BASIC 

Micrrasofl Basic Tl nc>w l^nt ]i'mi ciin Sitill 

pructkc pri^ifp-aininiiig in the .standard Bask ir.vuu Nsv« y 
4hk drive, \1ierfrsnft Basic is ^eal is ym want ti3 L-navert 
pru^rflins fifODi Other machines as i( eoniains numjr nf Ihe 
eftaimands that are missing frnnn Atari na.sk. You'll be 
able to share Ihe iTeation iif pn^rams willi other eompu^ 
ler owning friends and maybe type in and adapi listings 
wTitten [>n Ollier computers. 

Recommended price £9.95 

OUR PRICE £5.95 


TOUCH TYPING 

Kverjfme who uses a computer needs to brush up uit 
I heir lyping and now you can learn lu type like 0 
professLonaL typi^ wLih ihLs eomplele lutortaL Touch 
Typing preiieuLs u self paced method of learning hy 
Ictiing you practice typing Icttei^ Mcnlenec'^ and para- 
^raphs. The computer dElermines vi'ords per minMte^ 
an tuber nf errors and yOUr weak poinl^i. ttaodom 
%nEeneeN.arc generaled to driir you in those areas. 
Contains I wo cassettes and in<i.iructLon manual. 

Previously £19.95. 

OUR PRICE £4.95 


e;iCK/WSTOC/f' 


touch TmNC 



CASSETTE 

ONLY 


JUGGLES HOUSE 


Another for 3 to t year oids teaching the coneepts: of 
in!iideH ouLside, upper and lower with Jum«les^ TLouse 
and Toysheir each game aim includes a ‘playground" 
where children ean try uwt these new ideas for them- 

KelVSH. 


OUR PRICE E5.95 

SFECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95 



CASSETTE 

ONLY 



1 




Ca-Sftette uSCtS wishing to learn Basic programming 
can benefit from thin tape based tutorial. The Invita¬ 
tion To Programmiilg 2 set. entitled Writing Vimr 
Own ProgramsH compri^w'^j TWO cassette-s and TWt> 
workbooks and dnses not require tnvilutiun To PrOg^ 
ramming 1. Wilh these actual, on-screen, exampIftH 
your programminii brnikN will cume uJiYe and you 
will be writing your own programn in no time. Start 
to progriim now a1 our bargain priced 

Original Price £12.95 

OUR PRICE £2.95 



CASSETTE 

ONLY 


LOWER PRiCE! 



DISK 

ONLY 


LETTER WIZARD 

For thc^e who need a liiile more siuphisRtieation in 
a word processor, L ctl^r Wizard gives you all of 
the Nusie features you would esipeel phi.^ mail 
merge, print of seleelell images, headers and fou- 
ter.s^ automatic page numbering a ml a whole host 
more print formatting styles. .Ahhough sel up fur 
EpM>n compatible printers or the NEC HU23. con^ 
trni codes can be sent direct to ihe printer. Comes 
with sn to learn and use manual plus u handy 
Quick Reference card. 

Original Price £19.95 

OUR PRICE iV0IV£5.95 


AVAILABLE AGAIN! 


EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

This iMwsk went duI ihf prinE J years ago *nd we Kiive he&n M;ur4:hiH]> fdr a 
repluc 4 fmL-nl tvitr >V# are aOFOlwtfly acIqjIhtMt Ur hiHFU fuurlU more St^Klhn nf 

iRne uT Ehe be!?l 33eginncr':s ImmIcai ever publih'hi^. Over the pa5l v^uplc ikT yeuin- 
^'tienever Iibn pliHKned fnhr u be|i(innf;rS- EHHK OFl programminii we ha^e 

H^ivlMidl Ihe-ra tn Iry und rmd ai seiuirnl hand fnpy of thi^ htnA. ■ imrw yirtj can Oujr 
It fwice ^iiin, brand new: By ttie end of this tMMRk yau-'ll Ik ^rltihj; your own 
prngrunLV, ineludijlg ttinw w|tb hiM Erupbics- iiml sound. 

NEW REDUCED PRICE £4.95 


ATARI ADVENTURES 

An NjitcvIlenE bijuk wrltlcTi by udvrnUtr*^ expert Tony 
Bridi'e^ cnveriRig adventures in gcnvr 4 il imd xhn-wJng 
hnw you C 4 in write your nwn adventures on |h^ 
Atari. Thin bijuk hp.s in fiict formed the basi-M rcr 
si^iiie nf the adventure liditiKN thal have been pub¬ 
lished in PAGE Tuny will Euke you thrnugh 
exaciLpL-e.M nf ccnnnicrcial aci ventures vvlth Lots of 
buLhjfi^mnd In all difftrcnl types of udventure and 
Ehcn shRRVR vou how all these idvas i-an tw put 
Uigc'ther iu vour very own adventure, I'bere a 
playabk udveutur# Ikting called The Ky^ ol "I'lLe 
Star ^'arriiTr !ii nIiniw- you JusI hnw it all ojnu^x 
together. E3.vfrythinK ynui aeed to know to write your 
firjit adventure. 


tolofi 

lodYonhjfttt 



PaMhhe^ pik:£ £5.95 

OUR PRICE £1.50 



Pablished price £S.95 

OUR PRICE £2.00 


MICRO ENQUIRER 

A large formal book that covers llie world nf mieroH in 
general with mmt specific Alari welinus. The biHik 
eiHiliLiis a M of Ni'orthwhik backgynund inrorniatioil Oh 
hnme L-oniputihg and is idf al for thn.se who are recenl 
LoiiYerls or who want In expand [heir ^Eneral knowledge 
of computers. It covers alL nirb of topics including 
languages, buHeEin tHiards, CAD, Dala PriKessiag. Prin- 
terSp Artificial Inlehi^nre and much mortr There are a 
few Atari speeillc prugruin!*. to illustrate varicms aDncE-pl.v 
bul generally Ihis book wilt Ehtill a need tn kiu»w more 
ahnal the world of computing in general. Large format 
w'ilh over IBO pages. 


WRITING STRATEGY GAMES 

If y[i 4 ;i ure fed up with j>lmpk arc4ide Niyte guiue^^ but 
4 irfc rtiPl .qure of Ihe maths reviniri-d iu wrtling ^think¬ 
ing" games like ches-s huTK In i± bCHik thal will help 
you ouil. Tn wriEe K^riiies ivf strat-egy require;^ nnii imly 
a kn^twI^dKi^ pnigeammlng bul als^j of ^rrEuin 
mEichernutleiil and ending t^hnique;^ J'hiM tMJNPk k 
pitched al an Lnlermediale IcvnH, iiSisu.iiiitng I hat yem 
already know Nome Atari llu^Rl:. Maehlnt code prnjg- 
rammers la^Nii 4.-zjtered for with many hintN Nin 
bow irp miidify the routines. The b^n^k cowers tlie 
pnRgruRURuIng theory behind ink-ltig-unt Aatn^before 
ttiHjvlng on to practicnl ex 4 implifN: of setting up a chew; 
boards moving pieE:r.s und playing Ihrough. I'bere are 
sampk- g4ime5t fRir draughts, eliess and nlher strategy 

g;kmes. 


umtingiStfiatequ 



PiibliMhtd price £5.95 

OUR PRICE £1.50 
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LIMITED STOCK ITEMS 

ALL i~r^ivis FOFt x:l/xe omly 


INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED 

These items ot software are new to us or are replacements for items previously sold out 
Some are in short supply and may not be available again. Get them while you can! 


ADVENTURESIROLE PLAYING 


DRUID 


One of the best graphic role-piay- 
ing adventures -on the Atari. Your 
19 tP destroy four prinoes 
with spells^ magic and fighting 
DISK 

price £11.95 

OUR PRICE £3.95 


SILICON DREAMS 


Great sd-fi adventure from Level 
Tfire^ superb adventures with 
graphics - Snowball, Return To 
£deri and The Worm In Paradise 
DISK 

price £1^.95 

OUR PRICE £6.95 


JINXTEB IjEWELS OF DARKNESS 


An adventure from Magnetic 
Scrolls, the team that set new 
standards in adventure design 
Requires 1050 or XF551 drive 
DISK 

<?r£^inai price 

OUR PRICE £7.95 


Three, original clJaasics Ifom Level 
9 - Cnlnssal Adventure^ Adven¬ 
ture Quest and Dungeon Adven¬ 
ture (me solution's in Issue 53i). 
DISK 

C^rigiitdl price £J^.,93 

OUR PRICE £6.95 


GAUNTLET I LANCELOT 


Possibly the most famous role- 
playing game of all. Explore the 
dungeons In ihls original game 
from Mlndscape. 

DISK 

i^Hfcinai pricrc £19^95 

OUR PRICE e7.95 


Maybe Level 9's best adventure. 
Highly researched and well writ¬ 
ten, set in the times of King 
Arthur 

DISK OR CASSETl’K 
C^ri^^insf price £14,95 

OUR PRICE £7.95 


THE ETERNAL DAGGER I ARCHON 


Many consider the SSI role-play¬ 
ing games to be among ths beat. 
This is the lollow up to the best¬ 
selling Wizard^s Crown 
mSK 

price £24^93 

OUR PRICE £8.95 


Available again^ the unique mys¬ 
tical battle set on a chess board. 
Control the squares In a battle 
between forces -of light and dark 
ROM 

Orij^inai price £14.95 

OUR PRICE £7.95 


GAMES 


SPINDIZZY 


Well known and highly regarded 
game in which ihe aim is lo explore 
and map a world. EKcellent 
graphics and testing pu^ies 
DISK ONLY 

Orif^irtaf price £9.95 

OUR PRICE £4.95 


PAC-MAN 


Possibly Ihe most well known of all 
computer gamesr Still b classic end 
still In demand 

ROMCARTRIDUB 
ilrl^inai price £12.95 

OUR PRICE £6.95 


SMASH HITS 7 I IMTERNATIONAL KARATE 


Four great games - Calossus Chess 
3, Eleclraglide, Blue Max and Alley 
Cat. This sold out very quickly last 

times 

DISK 

ilriginai price £14,95 

OUR PRICE £3.95 


Atari owners waited years for this 
and when it finally arrived everyofta 
raved over It. Still the best karate 
game around. 

DISK 

Orif^inut price £9.93 

OUR PRICE £4.95 


WAR GAMES 


NATO COMMANDER I DECISION IN THE DESERT 


Y-ou are commander of Hato and 
your task is to defend Europe 
from Soviet Invasion. Top class 
graphics, five scenarios 
DISK 

CJri^ina! price £14,95 

OUR PRICE £5.95 


Take command at the Battle Of El 
Alamein. You can lead either Side 
in this accurate simulation trorr^ 
the creaters of F-15 Strike Eagle 
CASSETTE 

price £14.95 

OUR PRICE £5.95 


CONFLICT IN VIETNAM I PANZER GRENADIER 


A simulation of live battles of the 
Vietnam War. Can you change 
history? Excellent graphloSp 
various skill levels, 1.>i players 
C ASSET'IK 

ilriginal price £14,95 

OUR PRICE £5.95 


A wargame of German armoured 
infantry on ihe Eastern Front, 
Five historical simulations, skill 
levels, joystick control, graphics 
DISK 

Clriginai price £19.95 

OUR PRICE £9.95 


BAHLECRUISER 


The complete simulation of World 
War I and World War II surface 
battles in the Atlantic from SSI. 
Simple graphics but delalled play 
DISK 

Clriginui price £19.95 

OUR PRICE £9.95 


CHECK OVT THE 
mSlDE FRONT 
COVER FOR 
NEVi CASSETTES 


SIMULATIONS 


FLIGHT SIMULATOR 


The host d 1 all flight simulators. 
Nothing mors need be said about 
this tremendous program now 
available ones again 
DISK 

driginiil price £34.95 

OUR PRICE £9.95 


An asrial combat simulation set 
In Koraa with 3D graphics, cock¬ 
pit instrumentation, different skill 
Levels and much more 
DISK 

Orisinal price £14.95 

OUR PRICE £6.95 


Tolally unique. A Bimulatlon af Air 
Trpffic Corirrol et are cvf Arnerica'a 
busiest BlrpoFla. With reel digiti&Bd 
speech, you'll feel you are there! 
DISK 

(3r£ginfii price £19.95 

OUR PRICE £8.95 


SARGON III CHESS I COLOSSUS CHESS 4 


Regarded by Bome aa Ihe finest 
chesB sirnulBlQT o 1 all. Nine levels 
frum beglnn«t to master. Ideal to 
learn wUh as the meruBl teaches b!| 
the fijndBmerilBl& ol the game 
DISK 

Orifiln€*l price £13.95 

OUR PRICE £5.95 


SOLO FLIGHT 


A very neat flight simulator, net 
as oornplex a$ FS2 but still with 
the real feel of flying. Ideal to 
learn on before trying FS2 Itselll 
Dl.SK 

O/'/jffjViii/ price £14.95 

OUR PRICE £5.95 


MIG ALLEY ACE I KENNEDY APPROACH 


Claims lo be the besi chesB prog¬ 
ram af all. The writers of Sargor III 
would disBgrse, bul there Is no 
dOUb this is a fina cliess B-linulBtlon 
particularly far advanced players 
DISK (IR CASSETTE 
i^riginni prU:e £14.95 

OUR PRICE £6.95 


WE SUGGEST THAT YOU CHECK AVAILAHHJTY OF THESE ITEMS tSY TELEPHONE 
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A 

Sei&eUm 


CAVERNS OF MARS 


IkST FEW 


DISK ONLY 

Winner of one of Iht Tursl A(ari proKraTTiminR compietitions, thk was one nf 
the first verlico] scrollers ami remain!^ n miith suu^tit after original: game. 
Oe^'enct througti I he caverns avniiling mines and picking, up fuel. Highly 
ptayabie and addictive, only mie nr I wo have made il tu the bottom of I he 
cavern to discover the secret I hat awaits them. 

L«r Ff IWmOl/7 so* flur ivm fW t OBfCKMl M4NWL • 

LOWER PRICE £4.95 


MUSIC PAINTER 

.4n exciting edacatihna] pnigram I hat helps to teach, musk hy us-ing colour? 
instead of notes. Change the fifteen supplied ?ongi lu feature differenl instru¬ 
ments, make the notes longer or shorter or transcribe your own snng.s. No 
musbcal knowledge rei|uired to make your own grcal musk. Children or adulEs 
alike will get great satisraefion from being able to create their very own inusic^ 


DISK 

ONLY 


ORIGINALLY £14.95 

OUR PRICE £7.95 


SCREEN DUMP 1020 

Owners of Ihe Id2d prinlcr/plotler will be delighted with this utility which has 
been unavailable for a long lime. Now- .4tarii4rti!rt pk’Eures can be dumped to 
your 1020 in FLILL COLOL*R. Just hoot up (he (ape, select your favourite 
picture and let the sodware do the rest. 

CASSEHE ONLY 

Originally £14.95 OUR PRICE JUST E2.9S 


HOME FUNG MANACERIPAV OFF 

DISK ONLY 

I he Home Filing Manager record keeping i^ystem that simulales index cards on 
your .-Vtari, keeps (rack of almosi anything ingether with J'he I'ay-ftff.^dvenEure 
- your chance to sample an adventure in classic style. This I wo disk set also 
includes some lop dass graphics deiiios. 

SPECIAL PRICE - ONLY £I 


MACRO ASSEMBLER 

The Macro .4ssemhler will allow you lo creale your own machine language 
gailies and applications five limes fa.s(er than with the Assembler Editor 
cartridge ami il can assemble as many as lhO(i symbol dennifion? with no limit 
on program si/e. You can duplicate code, optionally assemble C0(le and HKidu- 
larise your program. A Ikiygrain-Test Edilor is included. 


DISK 

ONLY 


Normally £19.95 

OUR PRICE £7.95 



PRINT SHOP GRAPHICS 

The ofYlciat PRIVI'.SHCIt* [.iUniry t'HjiTipriseii 

three ^p^r^fe dhk^ w-iEh 120 ji^ruphicN 4 md -ii 
prlinled i>u[ refeiheifLoe ^.uld^f [if Ehtf tJii^k | 

covers Hnllday£i .^pfeebl Spuria und ipikr^, 

DUik J cover:; hu^ioeib, SyrhIpehI.'s, ^IrlkNiliiKy 
nther^. ONLY Na.n 1 ^ilU ^ NtlW A V A11.Alt Lf-M hese 
are atl top [^uaUly g^raphj4:N in Ehe HariB;i[i 44 l Kr^kderOyod 
Print l!^hcip pachaitJiig. 

Original Price £12.99 each 

OUR PRICE £4.95 wch 


SPECIAL - m/y Horn fop jvK^r 


TIMEWISE 


REDUCED PRICE 


Why not use your A(ari as an eledrunic diary? Timewise allows you in keep 
irack of all your appointment? and imporlani dale? on a daily, monthly or 
yearly basis. Now you can dispense with your diary and kl your Atari do the 
work. ]f you have a printer Timewise allow's ymj to prin( out the informalion in 
a variefv of wavs. 


DISK 

ONLY 


Originally £22.99 

OUR PRICE E3.99 


ZAXXON 


One of the all (line da?sk'& for (he .A(ari, Za:(xon set new standards when first 
issued and was copied many times, Pilu( your craft across the unique S 
dimensional battlefield shooting enemy fuel lanks. anti-aircraft tanks and mis^ 
.siles before launching off (hrn^iigh a pace fur the u ill mate conflict with a mighty 
rohni - Few have go( (hi? far! Ziixxon. often copied, never bettered and NEVER 
at this incredibly low pricet 


DISK 

OR CASSETTE 


RRP £7.95 cassl£9.95 disk 

OUR PRICE £2.99 


PLANETARIUM 


SACAWSm 


Fun or educatinnV Both really In (his fascinating look at the heavens. Over 1200 
stars, S8 constellations, the solar system and more than M deep-sky objects are 
depkled in thb; program that aHows you tu view tlie unwerse- Vnu can make stellar 
and plane(jiry map?, sludy eclipses, leurn about Latilude and Jangiiude and mucli more. 


1050 DRIVE ONLY Normally £16.95 
Please stale when ordering A 
you have a US Doubler lined 


OUR PRICE 1 6.9S 


PROOFREADER 


Users of .Atariwrker w ill be delighted with ihis^ the long Inst spelling checker for 
the Atariwriter cartridge! Proofneader may be loaded alongside .Atarlwriter to 
give you instant access to a diclkmary of words, ff that is nul enough you 
cun add your own words as you go. Error? are highlighted on screen for 
correcliun, unusual words can be saved and you can look up spelling^- 


DISK 

ONLY 


OUR PRICE £5.95 


BASIC CARTRIDGE 

Why woild you want a Basic €ar( ridge w hen Basic is already built in to your 
machine? Well some programs, espM^^ially some early public domain programs 
wun^t run on Ihe XLi'XE but they wtii if you plug in the old version of Basic. 
Much mure convenient thun having to boot in the old Basic from disk and, nl 
this price, wor(h having just as a backup. 


ROM 

CARTRIDGE 


OUR PRICE £3.95 
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HANGMAN 

The original computer educatiun game siuitable For age^ Troirti 8 lo 
adulL^rhrec levels oF play with 411 words, in each. You play again!»t tht^ 
computer by guesshig the word the computer has chosen. Uses 
keyboard or joystick. 

our price just 99P! 


STRANGE ODYSSEY 

At the galaxy's rim. there are rewards aplenty lu be hurve^led from a long-dei^kd 
alien eivilixutiun. Fabuluus ErcMsiir^-^ .pf iidvanced lechnolugjes far beyond human 
hen p.. All (hh and more awaits the brave galactic .Advcnlurer, Bui will you be 
able to recover the wealth and relurn home- Prepare yourself far a ^Irange 

Ody.^sey! ■Sc^:;itl .^danrs tGraphic .\dventure bi a .Vluderate level sidvtnture. 

Original price £19.95 

^^Y OUR price £7.95 


HARDBALL 

American. Iveague baF^ball al it's very b^l, A highly rcgarUctl ^ami: ^ chrcii i»ul 

Ihe review in t^me 45 'THE be$i ^pnrls siimilpllnn nn the Atari'. lAHtk over the 
pitchers shoulder as he throws the hull tn the wuitin|r trld ut buElrr. culchcr and 
umpire. [ii Hardhull you rwrl hitK run, s(e^d, hlunt and dUe, change the fielders 
and do everything ytm can dn in the reui t*amc. Kur one or Iwu players. 

Normally £14,95 

cartrTdge our price £7.95 


GALAXIAN 

Another arcade conversion thal retains all of the addictivenes^ uf Ihe 4.>rigi0^l ' 

and still stands as one of the all lime classics. eia.Rt the galaxians as they advance 

In formation and peel off to attacks WLih one or twu players uiid 10 skill levd$ 
you'll bccnlertained for a lung lime. Includes an easy opilon for beginners. 

Normally £12.95 

ca™e our price £6.95 




TAIL OF BETA LYRAE 

<Jur A-Z nf Atari .Software series iiayH "I ht ultimale ‘Serstmlile'' tlone wilh 
superb )*riiphie!^ and mu«ic. This buniiliugcr of a hnrlKr>ntally scmlling stiofU 'em 
up wa.s wrilten hy Philip Price^ and Ihe munic wan by Cary Cilherlson. They 
later went un In write the \4llernale Pealily- ^nleti:.'^ Jhi% h one of Ihf few 
ori^in^l ''clilKSirif’ ri;}>ht N|> Ih^r^ with the ti»p arcade gumes of all time, tlive your 
eyes, cars and reactions an unforgellablc treat] 

OUR PRICE JUST 99P! 

UNL V 


RESCUE ON FRACTALUS 

.4sk old hands what was one of the best |:amc^ ever fur Ihe .Aferi aitJ a 
prnp^^rlkin ol' them will say Reacue Lwi Fraflalus, This game ft’om Luca.sfllm sel 
liew- !!$biocl^rii?¥ in e^nnputer games cambining a spare flLt^ht simulalur with u 
rescue mission. Super, ever ehangin|<, 5-f J iOMiery yon fly through Ihe 

muuntainK lo luilil oO Ihe f>bjiet and rescue .stranded pikUs. 

Normally £14,95 

cAn'’TR“DGE OUR PRICE £6.95 




BALLBLAZER 

Anolher fernn [.ocasfilniH this top quality split screen tl^nie takes platv in a 
fraTni's arena of the Tuture. Vuu are si nipped inlo a Rotofuil hiiv^t*rraft4ike 
vehicle thal MkJuiK over Ihe surface of Ihe pluyfield al 5lli metres per second, i'hc 
object is simple, jusi release your I'lasnwjrb through yuur upporien(''8 ijikiiI- Two- 
|>lay^r !3ljiTulUineo|iA play with Urst person perspeclive for tioth players. 

Normally £14.95 

cartrTdge our price £6.95 


SUPER BREAKOUT 

BreukonI was fh-e original simple yet totally addictive game and Ehis enhuiueil 
version will provide even more iiddielpve fuo. S^-veral variations on Ihe basic 
Ihemeurr available for one lo fnur players tup Eo B un the NOTH that 

Ibis game requires paddle controtlers. 

Normally £9,95 

CAR^^DGE OUR PRICE £3.95 


STAR RAIDERS 2 

The original Star Etuiders is updaled with belter f^raphies und sound. Vuur joij 
is lu clear each seelor whilst eosurinis tliHil Ihe^oemy do oof overrun plimetH in 
another pari of the j^alaxy. ft will tahe .nkill in deeidinj; which sector to warp lu. 
can you afford to clear a sector or will ^vo« have (o leave lo defend a planet and 
reiurn lafert A g.real follow up lo an ^11 iLnte clas.sie. 

Normally £14.95 

CART™DGE OUR PRICE £6.95 


, LODE RUNNER 

Another classic, perhaps the best of all plalfurm games. Yuu are st. highly trained 
^lalaelic commandu deep in eoemy territory. Vnur misskm is lu infiltrate all 75 
of Ihe enemy's subterranean levels to rceuver every lust piece uf gbid. VlKJ are 
equipped with a laser drill pisluf hill yun'll need conning, speed and agility. 
lAhde Riinner includes a unique extra that alluwii yuo lo creale yuur u»ii levebp 

Normally £14.95 

carTr'X.ge OUR PRICE £7.95 


SILENT BUTLER 

The all ruund p^rsnntil finance planner Ihnt ketp^ truck of thr^c h^iik 
accounts, maintains income records, reminds you of birthdays. anniv<>- 
rsiuri^^ hikI inipurtaiU dates ^nd generally ketpf, yon up tn date on 
ytmr financial: status. 

0 riginally £14.95 

^LY OUR PRICE £6.95 

1 

ONE ON ONE 

Flay bushel ball wilh l^o nf America's tup players in Ihis great sports simulaliun 
whieh fealiire^ realistic uffensive and defensive moveii. fatigue faeloTv, hot 
streaks, a shut cluck, even iiistani repsiy and & shattering backboard!; Like the 
game of basket ball lEself. One-im-Onc rewards yuu fur playing with yuur heiid 
as well as yuur hands. 

Normally £14.95 

car™Tdge OUR PRICE £6.95 




FIGHT NIGHT 1 



DESERT FALCON 

A versiun uf Ihe cla^$ic Blue Vlax thal finds yuu flying across the de^rt Indiana 
Junes style search Log fur hieroglyph ics hidden in Ihe clc'<er| sands. Von need to 
survive lung enough to desinjy |he howling Sphinx. The longer you survive and 
the further you pnH^eed, the mure perilous your missMjn beeoutes^ ff you de^leoy 

Ihe Sphinx you gel lo g^in |he hunus round for even higher puinis. tour levels. 

Normally £14.95 

gahth^gge our price £7.95 

BACK //V STOCK/1 

Eip.hi Ni)«ht l>rln:j*s yi}U all the Ihrills c^f the ring, as you face live- of the 

most hrotaL rif^hEers-ever. Its five sepurutr balEles ure tulal war wilh relrotfe-'ts 
SR-Iioii. The Bos inf* Conssiruetion Sel allows you and your opponent in creale 
your nwn perfect boxers, seleclin^ slamina. intcllc-cl und style. inlo llie rSilK 

to pil your perfeel bicker the i'^nnputer or another opptment. l.i'2 pluyers. 

Normally £14.95 

oah"i?I^,ge our price £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



I NEW SOFTWARE 

iL 

Title 

hke 

Taial 


ARCHON 

£7.95 



¥attlecrui$er 

£9.95 



COLOSSUS CHESS w 

£e.95 



COLOSSUS CHESS M 

£6.95 



CONFUCT IN VIETNAM 

£5.95 



DECISION IN THE DESERT 

£5.95 

1 


DHUID 

£3.95 



ETERNAL DAGGER 

£e.95 



FLIGHT SIMULATOR II 

£9.95 



GAUNTLET 

£7.95 



INTERNATIONAL KARATE 

£ 4.95 



JEWELS OF DARKNESS 

CG.95 



Ijinxter 

£7.95 


I 

KENNEDY APPROACH 

£6.95 



LANCELOT (Disk) 

£7.95 



LANCELOT (Cass) 

£7.95 



MIG ALLEY ACE 

£6.95 



NATO COMMANDER 

' £5.95 



PAC-MAN 

£5.95 



PANZER GRENADIER 

£9.95 



SARGON III CHESS 

£5.95 



SILICON DREAMS 

£6.95 



SMASH HITS? 

£3.95 



SOLO FUGHT 

£5.95 



SPINDIZZY 

£4.95 



Total 




PAGE 6 SOFTWARE \ 

I All on disk unless shown 

Qty, 

Trtle ; 

Price 

Total 


TRANSDISK IV 

£12.95 



TAflITALK 

£19,95 



MINI OFFICE lj 

£14,95 



SPELL ME-Disk 

£6.95 





SERIOUS SOFTWARE 

®L 

Title 

Price 

Total 


BASIC CARTRIDGE 

£395 



HOME HUNG IIMN.,i PAYOFF 

£1.00 



WYTOPR0GRUIMINO2 

£2.95 



JUGGLES HOUSE 

£5.95 



JUGGLES RAINSOW 

£ 5-95 



JUGGLES RAINBCW'HOUSE 

£ 9.95 



JUGGLES RAINB(?W-DISK 

£5.95 



LETTER WIZARD 

£5.95 



MACRO ASSEMBLER 

£7.95 



MASTERTYPE 

£2,95 



MICROSOFT BASIC 

£5.95 



MUSIC PAINTER 

£7.95 



PLANETARIUM 

£6.95 



Vrintshopgraphicsi 

£4.95 



PRINTSH0PGRAPHICS3 

£4.95 



PRItfrSH0F(B01^| 

ca.95 



proofreader 

£5.95 



SCREEN DUMP 1D20 

£2.95 



SILENT BUTLER 

E 6-95 



TEXT WIZARD 

E 7.95 



TIMEWISE 

£3.95 



TOUCH TYPING 

£4.95' 



TYPO AnACK 

£ 6 . 95 ' 







Total 




1 BOOKS 

il 

Title 

Price 

Tisiai 


EASY PROGRAMMING 

£455 



MICRO ENQUIRER 

£1,50 



ATAAI ADVENTURES 

£1,50 



WRITING STRATEGY GAMES, 

£1.50 






Total 



TELEPHONE ORDERS 0785 213928 


GAMES SOFTWARE 


01). 

rule 

Price 

Tflial 


BALLBLAZER 

15.95 



mim 

£1.95 



CAVERNS OF MARS 

£4.95 



DESERT FALCON 

£7iS 



GALATGAN 

£6.95 

1 



HARDBALL 

£7.95j 



■FKHT NIGHT 




LODE RUNNER 

£7^5 



MAXWELLS DEMON 

E1.99 



MISSILE COMMAND 

£5:95 



MOON PATROL 

£6^ 



MR ROBOT-CASS 

£1,99 



MR ROBOT-DISK 

£1.99 



ONE ON ONE 

£6.95 



RESCUE ON FNAt^TUIAS , 

£6.95 



liOeQTRON20S4 

£6.95 


j 

STAR RAIDERS 2 

£6.95 



STRANGE ODYSSEY 

£7.95 



SUPER BREAKOUT 

£195' 



ZAXXON-CASS 

£199 



ZAXXON-DISK 

E2.99 



ZORK 

£2.95 


Tolal 



PUBLIC D0MA[» ETC. 

2l 

Title 

Prtcfr 

Total 


ISSUE 54 DISK 

£ 2.95 



69IT REFERENCE GUIDE 

£ 6.95 



TURBO BASIC 

£ 3.95 


Total 



CASSETTES 

see irside front caver 


Oly, 

Title 

Tolet 
















































i 


i 





Total prici post tret 



g9p CASSETTES 

Qiy. 

TftiB 

Price 

TqEbI 


HANGMAN 

£ 6,»»' 



TAIL OF BETA LYRAE 

£6.99 


1 Tolal 



FR£E NfBBLER - 

if QFBEH lOMLSffSof more fei. 
DJSKMlf-nc/fJFflfOTif □ 


TOTALS 

Software E 

Books E 

Post and Packing on sfagve £ 1,00 

Public Domain £ 

PAOE 6 Software E_ 

Total £ 


NC>T£; Post BnP packing as shown MUST tie aPded tc all software excluding 
special cessettes, public domain and PAGE B Soitware. Mast goods wilt be 
despatched within a few days but please allow up to 28 days kr delivery 


Name 

Address 


Q I enclose cheque/P.O. for £ 

I I I authorise you to debit my credit card 

□visa □access □eurocard □mastercard 


Total Order £ 
OVERSEAS postage PLUS 25%** E 

Total £ 


‘ NOTSOVePStAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE OPOER - JF 
THIS OCCURS WE WILL WRITE’ TO YOU BEFORE SHIPPING 


Please make cheques payable to PAGE 6 


My card number is: 

□□□□ □□□□ nn nn □□□□ 

Expiry date; □□ □□ 

Signature __ 

Please ensure that the name and address shown are 
the same as the cardholders. 


POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 































































































































































































































NEW LYNX SOFTWARE 

Nothing to do w/Wi the $T rtiis, but a terge numbw of sr owners a/so 
have Lynx machines to continue Ibeir addrctfon wherever they may find 
tbamseives, SO we thought it might be of interest to report fortitoOlTHng 
software for the Lynx this issue. 

Atari have a most impressivs array Of software Pined up tor 1 992 some 
of which will have been released by the time you read this. There are 
over 30 new titles scheduled for release during the first six months of 
(he year inciuding popular colh-op games such as TOKi, JfVH'OTS, 720 
and ROLLilVG Tftl/NPfft as well as conversions of many of (he most 
popular ST games such as 1.EMMIIVGS, SHADOW OF THE BEAST and EYE 
OF THE BEHOLOEP. Atari themselves have a line up of sports titles for 
1992 with iVFL FOOTBAi-t, HOCffEY. MALIBU BIKINI VOLLEYBALL fnot 
yet a recognised Olympic^ sport we SuSpecL7, WORLD CLASS SOCCER 
and more. 

Some other titles include GOLF, CHECKERED FLAG, a racing game in 
which you can construct your own courses, FIDELfTY ULTIMATE CHESS 
and several arcade style games such as BASKETBRAWL, VIKING CHILD, 
and GRID RUNNER. 

All in all 1992 icolcs Jike being an interesting year for Lynx owners, 
provided Atari do actually release ail their stuff. Hew many times have 
old Atari hands read of 'imminent' releases that never quite made it? 


NEW BOOKS 

Kuma have recently published two Interesting guides for those Intorested 
in DTP on the ST, respectively, Desktop Publishing with Calamus and 
Desktop Publishing with Timeworks These books each contain Introduc¬ 
tions to DTP and the respoebve software, feiiowad by several 'projects' 
which take you step by step through the stages of creating a partrcolar 
dneument. Unlike many DTP books these take into account the basic 
principles of page layout and design so that, hopefully, some of the 
more scrappy examples of DTP seen everywhere will not be repeated. 
The books retail at £14,95 and are avallabie now. In the event that you 
cenlt find copies at your local store, give Kuma a ring on 0734 644335 


GUIDING LIGHT CLOSED 

There are m&w negufatipfis goverjifjig the ifse of fiumbers intended 
to CiTose down soFiie of tto unsavoury or moi^oy-grotbing $^nnces. 
L/nforturiatefy these reguiations apfSfy to of/ services and rnvofve enof- 
moifs financ/af ouriay fthfcfr tho Cuiding Ught could not afford so, s&diy, 
die Qii'iding Adventure Hefprtne has had to cfose for the moment 
Jacitia sti^^ has some c-ompirterised helplines for specifto adventures 
(like the ti/Saglc Pockets one Fnentfoned in this issue/ end is fnvestiiotiiig 
way$ of getting some form of HBip/ine going again in 1^^2. in the 
meantime / am sore that we would afi flko lo thanJf Jackie and her creiv 
for (he iovaiuebie hefp ttiey have given so many of us over the /ast 
coupte of years and wish ttieni aff the best for rtie fnlure. 

ST SOFTWARE REVIEWED THIS ISSUE/rom 
top to bottom MAGIC POCKETS, PIT FIGHTER 
and UTOPIA 

















DESK TOP PUBLISHING 


T MEWORKS 2 


L ike many Alari users, my Interest 
In desk top publish(IlfP) was 
oiigltially aroused years ago by 
Broderbund^s classic Print Shop program 
on the 8-bit maclilnes. In fact Jiiy family 
STILL regularly use It, although It's really 
designed for just a small range of 
■"domestic" DTP tasks. I've recently been 
looking for something a little more - 

sophisticated though, and realistically 
tills means ain ST baaed package. GSTs 
'll me works Publisher is one of the most 
popular, so I was delighted to receive an 
invitation to GSTs galactic UQ In St. fves 
to see their brand new Timeworks Pub¬ 
lisher 2 demonstrated - and to collect a 
review copy. 

Ttie package includes six(T) double sided 
disks plus a high quality^ 284 page ring- 
bound manual. Tlie first job is to tailor 
the program to your inachine's ^^[^^flgu^a- 
tion, after which you 11 typically find iL fits 
onto just two disks, one for program code 
and one for fonts. You'll also need a data 
disk to hold your documents. 

Minimum hardware configuration is an 
ST(E] with 512K and one dnuhle sided 
floppy disk drive. However, i Mti memory^ 
and two drives is strongly recommended, 
but even this has limitations. SMB 
makes life much easier, and adding a 
hard disk to this makes It better stilL It 
vidll also Rjn on aTT. Medium resolution 
colour displays are supported, but high- 
res muTiochrorne is preferable- Printer 
drivers are supplied for Epson 9/24 pin 
and GQ laser printers, NEC 24-pin, 

Canon I3J10 BubbleJet; HP LaserJet 
2/Plus: Atari laser; several PostScript 
printers: and others compatible with 
these. 


mewom PUBUSHER 2 

GST Software Products 
£ 129.95 

Reviewed by 
John S Davison 


NEW FEATURES 

Users of the original 'Hmeworks Pub¬ 
lisher should feel at home with this new 
version as it has the same look and feel - 
plus a long list of new faciUtles and Ini- 
provemcrits. These include four addition¬ 
al fonts; three additional text styles; im- 
porting of text and graphies from a ivider 
range of external wordproccssur and 
paint programs: automatic text flow of 
imported text flies; use of irregular bor¬ 
ders for flowing text round graphics; abil¬ 
ity to name and export blocks of typed 
text; custom paper sizes up to 22,5 In¬ 
ches square; five alfemative page num- 
beriiig formats; imprm'ed tab handling: 
miilli-page add/delete: automatic timed 
backup of current document: manipula¬ 
tion of groups of text/.graphics frames: 
Simultaneous support of up to four clitle- 
rent printers; ability to omit pictures 
when draft printing documents; and cus- 
lomisable program defaults. Phew! 

Ttie main working scireen displays a 
window containing the page you're work¬ 
ing on. with scrollbars provided fe^r hand¬ 
ling pages too big to flt into it. Across die 
top is the usual menu l>ar, and at top lefl 
is a four icon "tool kitcontrolling the 
program's four main modes of operation - 
Frame, Paragraph, “i-ext, and Draw 
modes. Below this is the "Browser" area 
with con ten Ls depending on the mode 
you’re using, e.g. liaLs ol' text styles, pic¬ 
ture flies, drawing tools, etc. Finally, bot¬ 
tom left shows a page icon indicating Lhe 
number of the page currently displayed, 
and whether it's a left or right hand one. 

A "master page" may be defined as a 
template for the overall style common to 
aJl pages in the dtycument, e.g. to specify 
page headers, Ibotcrs, page numbering, 
and column guides. Ttiese guides dhidc 
each page into vertical columns onto 
which ’ frames" containing your text and 
graphics can be laid. You can also define 
top, bottom, left, and right margin 
dimensions: distance between columns: 
page size; and htudzontal and ^^e^tica] 
page ofl’set. Left and right hand master 
pages can l>e defined and die program 
alternates them appropriately througfi- 
out your documents These defltiitlons 
(plus additional Items} can be saved on 
disk as a reloadable "style sheet”, so you 


can easily create other documents later 
using the same overall style, 

PAGE LAYOUT 

When starting to lay out the page the 
screen displays a representation of it, 
blank except for data from the master 
page. You can view this in a number of 
sizes, from twice normal size for accurate 
positioning of text., etc,, down to two 
pages on the screen at once for viewing 
the overall layout e^f left/right page pairs- 
Vertical and honzemlal rulers at the top 
and left side of the screen can be acti¬ 
vated for acetirate positioning. 

The first layout task is to divide up die 
page into separate "frames", rectangular 
areas into which text or graphics may be 
placed. This is achieved eitl ier dlrectty 
using the me^use or by keying in the 
frame's position arid dimensions. Frames 
can overlap each other if required, and 
'handles" on each comer and edge per¬ 
mit you to eastly resize or reposiUon 
them on the page at any time. The frames 
can optionally he made to "snap-to" the 
column guides defined earlier, making 
aeeuralc alignment a simple task. I’he 
frames themselves arc normally invisible 
on printout, but can be given visible bor¬ 
ders or even tinted if required. 

Frames need Ailing with text or 
graphics.. Text may be Input in several 
ways, the easiest being to key it directly 
into a selected frame, 'fext. editing facili¬ 
ties are fairly basic, so for large ampunts 
of text you’d probably want to prepare It 
v/itJi a separate word processor then 'Im¬ 
port" U into Tlriicworks. This facility can 
read flies in many difi’erent ivord proces¬ 
sor formats Including First Word Plus; 
l^oscript; MS Word 4/5: M5 Works; 
Multimatc: Word Perfect 4/5; and Word¬ 
star/Words tar 2000. Other word proces¬ 
sors may be used providing they can out* 
put liles in one of the above formats, or 
in ASCII; DCA/RFT; or IBM DisplajovTlt.e 
HFT fomiats. 

If there’s too ijiuch Imported text to lit 
into one frame it can be quickly "flowed" 
from one frame to another, even across 
page boundaries if necessaiy. You can 
also arrange for frame borders to "repel" 
text, so it CsAjft beeume obscured by re- 
jwsitlonlng another frame over it. The 
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MARLIN r^ NEWS 

V^umri bmZ i_Pnu^l^ 



Lumn; Drury [-ane 
Capitals: Sage: 
Brushwood: Di- 
anioiid; plus Zapf 
Dingbats for those 
odd iittle bullets and 
symibols. I’hese can 
be supplemented by 
additional GDOS 
fonts a%^ailab1e from 
PD libraries and 
other sources. 

Again, you can 
change a font by 
highlighting the text 
and choosing a new 
font and size. 

Ifs tedious having 
to manually set the 
font/style Ibr cvciy^ 
block of text, so 
Timeurorks provides 
a shortcut- Para¬ 
graph mode permit s 
you to predefine a 
font: style; justifica¬ 
tion: hyplienauon: 
Indentation: word 
and letter spacing: 
margins; etc., for 
each difierent h^pe of 
paragraph in your 


text just gets 'Yeflowed" around the 
edges, and following text gets automatie- 
ally repositioned as required. Clever! 


KERNING 

Some of the more unusual features in¬ 
clude Qic handling of discretlonarj^ 
hyphens; "non-breaking" spaces; and 
"kerning" - adjusting the spacing be¬ 
tween adjacent pairs of letters to make 
them look neater, especially useful with 
largo headline fonts. You can also change 
the basic: style of any part of tfie text, by 
highlighting it with the mouse Qien 
choosing from bold: underlined; italic; 
light: outlined; boxed: rounded boxed; 
strlkethrotigli; white (on black back¬ 
ground); superscript; and subscript 
styles. You can also use combinations of 
these, e.g. bold italic, if required. 

Tfiere's also a choice of fonts supplied in 
various sizes - Serif: Sans; Rockface; Au- 


document, e.g. headline, subheading, 
bodytext. To use them jusl click on a 
paragraph to hlglijight It, then click on 
the required paragraph type, and the text 
Immediately reformats using the new 
specifications. 

Frames may also be filled with graphics. 
’Hmeworks cai:i import graphics files from 
most popular paint, drawing, and 
graphics programs Including 
NeoChrome: Degas; GEM images or out¬ 
line/vector drawings: PC E^lntbrush; 
Lotus products: and Deluxe Paint, File 
types supported include .NEO;,PI 1/2/3: 
.IIVIG; .GEM; .PI 1/2/3; .PCX: -PIC; .EPS; 
.IFF; plus TIFF format. 

If the picture looks wrong on the page 
you can resize Its frame or slide it around 
and Timeworks will automatically rescale 
and reposition it, and also repel and re¬ 
flow^ any adjacent text as necessa^>^ It's 
now possible to draw^ an irregular shaped 
border around a picture for use as the 
repel boundary, for a more professional 
look or for special effects. Further, you 


can "crop" a picture by "rubber-banding" 
a section of it with the mouse. Timeworks 
discards the non-selected part then res¬ 
cales the remainder to fill the frame 
again. There's also a limited pixel editing 
capability for bit mapped pictures. 

DRAWING TOOLS 

You can also switch into Draw Mode to 
create graphics directly in a frame. Draw¬ 
ing tools available Include straiglit line: 
polyline: freehand line: box: rounded box; 
ellipse: and circle. There's a choice of line 
thickness in broken or unbroken style, 
with or without arrows on either end. 
Enclosed shapes can also be filled with 
one of many available fill patterns. 

After creating your document you can 
print as many copies of any selected page 
or group of pages as you wishr It’s also 
possible LG print just the right hajrd or 
left hand pages., and to pause between 
sheets to faeUilate page "duplexing'' 
(printing consecutive pages on both sides 
of the paper). Re\'erse order printing and 
multiple copr^^ collation may also be spe¬ 
cified. The output looks excellent even on 
lowly 9-pin printers, but you must use a 
decent ribbon for best results. 

Tlie only problem I had was caused by 
insufficient memory^ on my 1 MB ST^E, 
w^hich caused Timeworks to start scaling 
the bitmapped fonts to gel different sizes, 
instead of loading the pukka versions. It 
gives NO warning of this - you only know 
it's happened when you see the poor 
quality, bloeky, unev'en looking output. 
Circumvention is to oomment out un¬ 
used font entries in the ASSIGN-SYS file, 
releasing menioiy for tljc fonts you DO 
want. Alternatively, buy more memoiyr - 
prices are very low at present! 

Overall, I'm impressed with Timeworks 
Publisher 2. It's relatively easy to use, 
and its features should ensure it’s cap¬ 
able of tackJirig virtually any r/TF tasi5 
the home, school, club, or small business 
user cares to throw at it. These could 
include producing newsletters^ cata¬ 
logues, brochures, posters, signs, manu¬ 
als, etc. It may not hav^e every feature of 
more upinarket DTP paerkages, but at Its 
price It offers great value for money. So, if 
you’re looking for a DTP package put this 
one on your shortlist. 
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FLIGHT SIMULATION 




details of which arc 
available in the 
BrieTing Room from 
your commanding 
ollicer. Unfortun¬ 
ately, each time you 
die (l.e, frequently0 
you have to reload 
yoiir saved position 
and repeat this 
brlelirig procedure 
before restarting 
the mission. Even 
using tJie skip facil- 
ity provided tt still 
takes far too long - 
It really needs a 
complete bypass 
option. And while 
Fm nitpicking 
here’s another nig¬ 


I t's a while since I, nn^lci^^ed a hclieop- 
ter simulator, so I was pleased to try 
this new ollering from Core Design. 
Initially I thought it might be just a Gun- 
ship clone, as it shares many common 
features with that classic from Ml crop 
rose. However, ! soon discovered It's pret¬ 
ty good in its own right. 

It's supplied on two double sided disks 
and runs on any STtE), but 1MB memory^ 
is recommended - presumably because of 
its extensive use of sampled sound. Re¬ 
view machine was a 1 MB 5TE. 
Predictably, Tliunderhawk Is a flight 
combat simulator. The scenario casts 
you as a member of the crack UN assault 
team known as ME RIJN, with the job of 
flying the only operational example of the 
AH-73M Thunderhawk, the latest thing 
in rotary^ \ving technologJ^ MERLIN'S role 
is to defuse crisis situations anywhere in 
tlie world before they escalate Into fuil 
scale conflict. 

T.1ie program starts with a lengthy car¬ 
toon style animated Intro using sampled 
speech, which you’ll probably watch once 
and skip over on subsequent loadings. 
Then after some stirring sampled music 
aCLcmpanying the title screen you enter 
the "Common Room". Here you Can 
choose to use the "simulator" to learn 
how to fly Tlrunderhawk (yes folks, it’s a 
fligJit simulator simuJatorl!h view your 
achievements to date; load/save details 
of previously completed missions; or 
enter the War Room nr Briefing Room. 

In the War Room you choose your cam¬ 
paign from a selection covering Europe, 
South America, Central America, Middle 
East. SE Asia, and Alaska. Each cam¬ 
paign is subdivided into ten missions. 


gle - the program won’t use two disk 
drives, but aimoyingly insists on swap¬ 
ping disks on one drive. 

Next you have to aim the helicopter v.ith 
appropriate weapons for the mission,, 
either selecting them yourself or via the 
"Auto arm" option, which chooses Qicm 
for you. There's a wide choice including 
unguided and infra-red, radar, and laser 
guided missiles; various types of bombs: 
a runway cratering system: and a radar 
jamming pack - enough to cope wixh vir^ 
tually any situatiori. As you'd expect 
iTiunderhaw^k has the latest in weapon 
delivery sy^stems, and a night \risiQn sys¬ 
tem for use on nocturnal sorties. 

Once in the cockpit you see die stan¬ 
dard "througfi the Hindsereen" 3D view, 
witfi importanl lliglit and weapon deliv¬ 
ery data projected onto a Head Up Dis¬ 
play. The outside i-iew Is handled well, 
with terrain depicting hills, roads, rivers, 
lakes, etc. appropriate to the campaign 
scenario, 'lliere are also bridges, air¬ 
fields, factories, and other miscellaneous 
structures, plus gunboats, submarinea„ 
and all manner of other military hard¬ 
ware - all of which explode and burn 
when hit by your considerable firepower. 
Below the windscreen is an instrument 
panel, but It has no traditional Olght in¬ 
struments - only displays showing threat 
wamtngs, weapons lnventor 1 r^ and dam¬ 
age assessment- 

in external \1ew mode you can w^atch 
yourself flying, i^lth the viewpoinL set to 
any desired angle and distance. You can 
Edso view tilings from the target view¬ 
point. or even from the missile or bomb 
as it’s launched towards its target. 

For me though, it’s the enemy aircraft 


encountered wliich provide the real ex- 
eilement. These include (Soviet model} 
helicopter gunshlps and jet fighters, the 
animation of which Is superb, being 
smooth, lifelike, and often VERY fast! 
Good shooting on your part results in 
their rapid departure earthwards, trailing 
smoke and flames in spectacular man¬ 
ner. Some missions also have you escort¬ 
ing friendly Chinook transport helicop¬ 
ters, and you can fly In formation with 
them, or buzz around them as you per¬ 
form your aeila! shepherding role. Great 
funf 

Flight controls and wreapou selecMnn/ 
filing are all mouse controlled, and are 
operated with just one hand. It takes a 
liLtlc practice, but soon becomes second 
nature. It's just as well as you need a 
hand free to operate keys to release ladar 
jamming chaff and flare decoys when 
enemy missiles start coming at you. I dJd 
find control a little oa^ersensitlve some¬ 
times though, particularly w^hen landing. 

S like my flight simulators to be based 
on real life airerafl, so I was iriitially dis¬ 
appointed to tind that Ttiunderhawk and 
many of its weapons systems are purely 
fictioiial. However, personal prejudice 
was soon left behind, as the pi»gram 
superbly captures tlie essence of high 
performaiice helicopter combat. As a 
flight simulator it's not as sophisticated 
as Gunship, but it's got the edge in terms 
■of combat, it's also incredibly addictive - 
it took great effort to tear myself away to 
write this articleE In fact. I’m going back 
to it right now! 

• SIGHT AfVI> SOUND - exc^U^nt 
graphi£:s and, good sound htfip moictf 
this one oj the rnosl exciting JliyM Com¬ 
bat ximukitors ci^rrentip aixiiluble 

9 OARfEPLAy uerij addictii^er, loith 
enough scope and lo ensure 

Easting intefest 

• VERDICT - it's ierrijic: a treat /or all 
^ flight combat Jans! 


AH-73M THUNDERHAWK 

Core Design 
£29.99 

Reviewed by 
John S Davison 
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SIMULATION 



U Lopia is a Sim-CitTf^Popiiloiis 

Style game. You must dwelop a 
colony into the perfect world. Un¬ 
fortunately. there axe aliens thwarting 
your wery move. Hie game is mouse and 
icon driven, enabling building, spying, 
financing, etc. Utopia Is quite difficult to 
understand at first and It can be quite 
hard to work out what some of the icons 
mean, but there is a tutorial that gives 
you step-by-sLcp instruelions and ex¬ 
plains all of tlie menus. It is worth doing 
this belbre tiyTtig one of the real scena¬ 
rios. 

You must build living quarters, life sup¬ 
port facilitiefi. mines and laboratories, 
not to mention military^ buildings and 
food resources and dozens of other struc¬ 
tures to help your people not only sui'- 
vivc, but enjoy life as well. You must 
assign people first to building and then 
to working in llie eomplcLcd buildings. 

To help you there are advisors: a senior 
psychiatrist who deals lAdtJi crime and 
morale: a civil engineer who lists all your 
buildings: a supreme commander for the 
military side of things: the head of re- 
sean:h who will report on your latest In¬ 
ventions and ask for money alt the tlmef 
TFiere is also a linancial consultant who 
will tell you where all your money is 
going (It's always being spent on some¬ 
thing), how little of it there is and what 
your Income Is (If anylk And finally there 
is the colony administrator who reports 
on eTiv.Tpy and food resources: how much 



Trtte; 

UTOPIA 

Publisher: 

Gremlin 

Price: 

£29.99 

Reviewer: 

S<irn O'Hare 


was produced and 
used In the previous 
month. 

Hie aliens come in 
many different 
shapes and sizes, 
varydng in eacli of tlie 
ten scenarios. Hie 
only way to get Infor¬ 
mation on them and 
their clty^ is through 
spying, which is ex- 
pensWe! No funding 
means no informa- 
Lioit whaLsoever. Giv¬ 
ing up to 4.999 GR 
[the local currency!) 

to your spies only gets you low level sur¬ 
veillance. 5.00Q to 19,999 GR will equip 
you i^lth nomial intelligence actlvltj^ and 
fairly good information, if you are really 
adventurous [or just plain rich!) then 
20,000 GR plus vA]] ensure that there 
will be special operatives in ubc% giving 
reliable and detailed inforination on a 
regular basis. Yoti can scroll througli the 
graphically presentetl reports to decide 
on your next plan of action, 
ffach race of aliens has different equip¬ 
ment and methods of attack and defence. 
Some aliens have a mixture of both air 
and ground forces, but arc fairly w'cak. 
Odricrs only have ground forces but they 
are moderately strong. Hiere are even 
some races whose ground and air forces 
are invisible to radar. To defend against 
alleits you use missile launchers or 
laser turret.s, which you build 
around your city. 1he lasers are 
Rred aiifomatically (y'ou may aim 
them if you wish) but you have to 
launcrh the missiles manually: once 
launched they %rill lock on to an 
enemy (ciLher ground or alrj and 
destroy them. Militaiy yards pro¬ 
duce tanks and ships with w hich to 
attack the enemy city. 

Tank and aircraft mov^ement Is 
controlled by placing markers on 
the overhead map then directing the 
vehicles to the markeTs. It can get 
very frustrating mcning markers 
around in the middle of battles as it 
takes a Jatrly long tlrrie, and usually by' 
die time your tank has reached the mar¬ 
ker the enemy vehicle has moved and 
you need to place another marker else¬ 
where. Markers placed on buildings 
make the tank patrol around the building 
which keeps It safer tlian if the tank was 



statioiiar)^ on one side of the building. 

For the first few years you get grants 
from Earth, but then It’s up to you to 
raise your own money. You do this main¬ 
ly by trade: selling your owtl goods and 
also buying from otlier people, keeping 
ih^ goods and selling them later for a 
profit. Hiere is also ineoiiie from Lax, but 
you have to be careful not to put the rate 
loo higti or your colonists will bc^ri com¬ 
plaining. 

if you fund your research and build 
enough laboratories then your scientists 
wilt Invent things for you. beginning v.1th 
compressed fuel tanks and space mna-s 
cronveri.ers. working thtTir way up to mat¬ 
ter transporters, HDX missile launchers, 
hover tauiks and land mines, etc. You can 
choose to gi^'C your scientists ei drier a 
civilian or mLlitaiy^ grant but remember Iv 
fund them regularly as they use money 
up VERY fast. 

A veiry detailed and varied game, switch¬ 
ing between develophigyour colony, 
fighting off aliens and trying to achieve 
the ultimate objectiv^e of making your 
people happy! UTien the quality of life 
reaches 80% then you arc awarded a 
medal and are probably ready to liy^ the 
next of the 10 scenarios. 

9 SIGHT ai SOUND - Excellent graphics. 
Good music with a choice of 4 different 
soundtracks, or you can hai^e FX 
which are of equally good quality 

# CfAMEP^y V^erty potxi Urtci Jdiriy 

oddictiue. A d-e^sigrlt^d mouse/icon 

interface makes it oertj easy to operate 

• - A brLUinnt game, if ijou are 
a Sim-cily or Populous/an. it is definite¬ 
ly uxjrth buying 
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Paul Rixon's 


WORLD 



XS FX/D’AIiTlSTE two excellent drawing programs in one 


Disappointed 
that Neochrome 
has been with- 
drawn? Well, 
now there’s an 
alternative 


I n theJr recent television advertising 
Atari have heeii keen to emphasise 
the creativity applications of ST 
computing. With the lialng popuJarlty of 
dedicated games consoles and the unde¬ 
niable success of that machine from 
Atari's long-time rival, it's hardily surpris¬ 
ing that Atari have sought a neu^ market- 
ing angle (though perhaps unusual that 
they've taken any actioJi at allf] . 

Hie prc-Christmas ad’s drew attention 
to the educational, musical and graphical 
capabilities of ST machines - 'computers 
that are real tilings, not play thingsf’. 
Ironically the campaign coincided Vilth 
Atari's decision to crack dovim on librar¬ 
ies who were stocking certain programs 
\hey thought were PD, but were technic¬ 
ally not. The result was that some 
creativity applications could no longer be 
obtained f One of the affected programs 
was JMeochrome, one of two long-estab¬ 
lished ’standards’ in the world of S'f art. 

It would seem that Llic earliest version of 
NeoH::hTiorne Is officially classified Public 
Domain, but the later releases are not. 
Trie good newvs Is that a new art package 
was recently added to the Page 6 Library'. 
Time to eficck it outf 

STEP FORWARD 
RENOIR! 

The disk is appropriately named 
ARTIST'S TOOLBOX and as weU as the 
central program there are some bonus 
files too. For starters there’s a demo of 


Electronic Arts' DELUXE PAINT (version 
II Is now eoinnicrciaLlly available). Alt the 
basic drawing funcLions appear to work 
and attlioiigh you can’t save any pic¬ 
tures, the demo provides an ideal oppor¬ 
tunity to \ry before you buy’. However, 
before you emptyr your wallet on a full- 
priced package, be sure to check out the 
main contents of this disk: XS FX/D'AR- 
TISTE Is a drawing program with a 
plethora of useful features. It wil] run on 
all STs with a minimum one megabyte 
RAM and great new^s for STE owners is 
that it's been designed to utilise the addi¬ 
tional colours available - a total of 4096 
in all. If you have GDOS, you can option¬ 
ally install this with D'AI^T|STE and add 
text to your pictures using the fonts sup¬ 
plied on disk. 

XS FX/D’ARTISTE is divided Inin two 
logical components, each connected by a 
common meitu system - hence the 
sLrange title. The D'ARTISTE part pro¬ 
vides die baisic painting functions to 
assist your creati^rity whilst XS FX Is a 
collection of special effects that you can 
apply to existing pictures. The author 
originally Intended to write a tool that 
w^ould save pictures for Inclusion in his 
ow-ii programs and the file options reflect 
liiis key functionality. As well as the abil¬ 
ity to load and save graphics in 
Heochrome or Degas format, the program 


has faeilitics to clip sections of a picture 
and save them to disk a.s a 'Put' or a 
’Sprite'. All you do is mark out tlie re¬ 
quired area. Puts and Sprites can be im- 
port.ed back into other pictures, the dlf 
fcrence being that Sprites have an asso¬ 
ciated mask file that prevents the back¬ 
ground detail being obliterated, Tlie 
documenLation file explains eveiyUiing 
you need to know and includes an exam¬ 
ple section of code whieh GFA Basic 
programmers can use to read clipped 
artwork back Into their own programs. 

Although most of D’Artiste's functions 
are invoked by pointing at Icons, scw-eral 
keys must be used In conjunction with 
selected items. 

Ttie space bar is generally used to dis¬ 
play a palette from which you can choose 
the required colour. Undo enables you to 
abandon the last acuori you took and 
Return is used to toggle certain features. 
The M key takes you into multi-coloured 
drawing mode whilst the number keys 
perform a string function for many of the 
tools availablE ■ when drawing freehand 
for exaiiiple^ they change the sl^e of the 
‘brush’. For detailed adjustments to the 
Image you can switch into Pixel magnifi¬ 
cation mode. As you'd expect there are 
tools to draw lines (either one-olf or in¬ 
crementally), fill areas with blocks of col¬ 
our, draw' filled or outline boxes, create 
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COLOURSPACE 


JeJJ Mirtter's tot¬ 
ally unigiie crea¬ 
tion that has yet 
to be copied - 
nou; auaifable as 
Shareware 


circles arid ellipses, and splatter the 
screen wiUi an air brush effect. Less 
coniiTion utillQes enable you to plot Be¬ 
zier Curves and animate sprites sets. 

Depending on the memory eonliguraLiun 
df your machine, you’re allowed either 
two or rive siimiltaneous buffers (or work 
areas} in which to exercise your artistic 
talents. Some of the options on the XS/ 
FX menu llierefore allow you to switch 
between taulTers and copy pictures from 
one hufTer to anottier. WlLti a svAfl click 
you can flip the current picture about its 
horizontal or vertical a?ds. With stmilEir 
ease you can mess ai'ouiid with tl:»e size 
of tlie image - it can be lialved or doubled 
along both or either aids. Tlie luminosity 
of a picture can be modified globally by 
adding or subtracting measures of the 
red, green anid blue colour components. 

If you want to produce some really 
strange pictures, check out the unique 
range of special effects! Hie eoriscqu- 
ences of Negate, Crystallise, Mosaic, . 
Stain, Frost Up and Smear abnost speak 
for Llicmaelves. For a finishing touch you 
can animate your masterpiece by cycling 
though a specified range of colours or 
using limited page Hipping techniques. 

Ignoring all the non-essenUaJ bells and 
whistles, the question is whether or not 
D'Artiste Is an adequate alternative to 
NEochrome 0.9. A quick comparisyn pro¬ 
vides the answer - yes! Although It may 
be argued that Neochrome Is a little 
easier to use, you will soon become 
accustomed to tlie D'Artiste interface. 
□’Artiste seems to oiler the average user 
all the drawing tools he’s c^'Cr likely to 
need, not to mention lots of oUicrs he 
probably hasn’t thought of! 

Tf artistic talent Isn’t somethirig you 
write in a prominent place on your CV, 
it's useful to know that the public do¬ 
main is chock fuU of ready-made pictures 
which you can modify, copy, use to pro¬ 
voke Inspiration or simply look at. There 
are far too many disks to mention here 
and you’re ad\1sed to consult the library^ 
catalogues for the relevant descriptions. 
The subjects range from wild flowers, 
animals and cars to sci-fi and pin-up 
girls. Take your piekf 

THE LIGHT 
SYNTH 


launching Colourspace as Shareware- 
A1 though a small amount of documenta¬ 
tion is Included, if you ofTicially register 
with Llainasoft (for the ailbrdablc sum of 
five pounds) they’ll provide you with a 
proper manual and a wallet to keep it 
safe. Naturally Llamasoft hope you'll 
enjoy Colourspace so much you’ll decide 
to splash nut £20 on Trlp-a-Tron! 

Incidcntally, the definitinn of a light 
synthesizer is that it's an instrument 
Willch produces dynamic patterns and 
colour sequences under Urie control of the 
operator. It’s generally used with musical 
accompaniment. The basic instructions 
are pretty straightforward: Tlie first thing 
you re asked to do Is make a cup of tea. I 
guess Coffee w^ould probably do but it 
does speciiy tea in the documentationf 
Tlie next step is to act up your favourite 
music in the background, and turn down 
the llgjiting. Boot up Colourspace, pick 
up the mouse and wiggle It around on 
your desk. Watch w^hat happens, wlggje 
it some more, and don't forget to sip the 
Lea before it gets cold! 

Colourspace is all about patterns anti 
colours. You can press various keys for 
different effects - such as changing tiic 
symmetry or pattern shapes. Tliete arc- 
twenty preset modes available when you 
load up the system, btit you can easily 
change them. You can design your own 
pattern shapes, starfield effects and 
palette selections and assign them to 
preset ’slots'. You can record mouse 
movements and play them back later. 
There are many other features which 
aren’t mentioned In the brief notes pro¬ 
vided so the best strategy Is to experi¬ 
ment -just press all the keys and see 
what happensi Reviewing Colourspace Is 


no easy task - it’s a prograni that you 
experience rather than talk abouLl You'll 
either love ft or loathe It, J.M,, is to be 
congratulated on his perseverance In 
Sharew-are marketing, an exercise lie 
says has prov'cd very successful- Keep 
’em coming Jeff! 


CAT ‘N’ MOUSE 

Now for something that's a bit different - 
a disk that's completely useless! Well, not 
cxaclJ 3 ^ TOM & JERRY is a brilliant ani¬ 
mated sequence quite unlike those you 
may have seen before. All you have to do 
Is sit back and watch over ninety seconds 
of cartoon antics with the famous duo up 
to their usual i-lolent tticks. The superbly 
animated graphics are accompanied by 
lots of digitised music and speech and 
Lhc whole things fits together into a shoit 
story, just like 3 . TV cartoon. The quality 
Is incredible. Tfic programs were appa¬ 
rently written in STOS, thougli you prob¬ 
ably won’t believe it’s true when you sec 
the demo! 

so ... TILL 
NEXT TIME 

Weh, that's all folks (sony. It had to be 
said!). Next issue's topic havS yet to be 
decided so if you have any comments or 
thoughts on PD matters, why not drop 
me a line at Qic Page G address. Don't 
miss tJiat Tom and Jeoy demo, it's really 
good! 


All Qiis cTcative activity may seem 
rather an unnecessary exertion, so why 
not turn down the ligfits, turn up the 
music and relax. Time for a session of 
COLOURSPACE, Jeff Mintcr's famous 
'light syntli’ staited life as Psychedelia on 
the C64 and was then enhance<l and 
released as Colourspace on the S-blt 
Atari. The ST version has been further 
developed into a package called Trip-a 
Tron and Jeff has devised the ideal 
advertisement for this product - by re-- 


HOW TO GET THEM 


AU of the disks featured /n PD Warfd ars avaiiabia from tbe PAGE 6 ST iitrary. Each has a 
ur^ique reference code which you should use when ordering or making enquiries. Piease 
cantacf PAGE 6 if you don't have a copy of their Accessory Shop ieafiets and check the 
system requiremenls for each disk. THE PAGE 6 CATALOG DfSK conlaffling a fuU iist of 
disk names and contents is avaiiabie from the Htrary, priced at £1. The disks referred to 
in this article are: 

SrS47 COLOUf^^PACE 
ST573 TOM A JERRY 
ST57§ ARTfST S TOOLBOX 

Prices for startdard disks are £2.95 ssch or £2.50 each for ten or more. 
Write to PAGE 6, P.O. Box 54, Stafford, ST16 7DR 
Tetophane D7&5 2f392& or FAX 07&5 54355 with credit card orders 
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SPORTS 




N OW here is a Qiing, only 
three months alter the 
event, the game! It is tra- 
dittonal In reviewing sports 
Simulations to give a briel expla¬ 
nation of the game in question, 
buL fulloTAing the feast of Rugby 
that was acr^-ed up in the An- 
tumn with all Ihc associated 
fever of England in the finals 
most people must have some 
Idea. Nevertheless it seems that 
Doraark In their attempt to pro¬ 
duce a simulation have man¬ 
aged to miss some of the games 
liner points, such as the differ¬ 
ence between a maul and a 
■“ scrum. 1 shall expand on these little ano¬ 
malies later but, as an intrcxluctlon, let It 
suffice to say that Rugby is a game of 
hand and football in which one team, 
attempts to progress the ball up a field of 
play while the other side docs its best to 
maim the carrier. It was once taugtU in 
many secondary schools and the Welsh 
were meant to be ^^ery good at Itr 
Tbie game takes most of these precepts 
on board and even includes a sensible 
booklet explaining the basic tenets of the 
game, Tlie Instructions attempt to point 
out that there Is a delinitc hierarchy in 
which some teams, namely the Home 
countries. New Zealand, Australia and 
France are meant to be better than every¬ 
one else,, (it seems no-one told this to 
Westeni Samoa though!]. The game Is 
packaged very attractively in a multi-col¬ 
oured box and the accompanying disk Is 
packed with what amounts to a very^ good 
game. 

Some long time readers may well re¬ 
member the Advanced Rugby League 
simulator and be worried that similar 
problems will arise but It cheers me to 
say this is not the case, llils game Is very 
similar to Kick Off In style, with a little 
grid to allow \rLev%irig of the player's place¬ 
ments on the pitch and Qtc option to 
cycle control to various defenders. It is a 
game that Is extremely rough on joys¬ 


mie: RUGBY THE WORLD CUP 

Publisher; Domark 
Price: £ 25,99 

Reviewer: Damon Howarth 




ticks since it necessitates a great deal of 
wrist wiggling to enable such basics as 
Scrums and Line ouls to lake place. 
Basically the team who can wiggle the 
fastest will gabi possession of the ball. 

lather cannlly the individual teams 
seem to have been programmed with a 
base strength in aciimmage and it 
seemed that when using Scotland 
against Japan a great deal less effort was 
needed to overcome Ihcir pac:k than was 
necessary for the pack to win than when 
plajlng Australia. Indeed with a c-ompu- 
ter controlled Australia the Scrum be¬ 
came a pointless exercise tliat was a fore¬ 
gone loss. This is where the game fell 
down slightly, since the computer tactics 
did not reffect actuality. The machine 
had the sense to realise that any form of 
tackle reverted to tlie set scrum, hence it 
was most rewarding for the attacker to 
boot an up and under, set up a scrum 
and let the scnim half repeat this trick 
on a unn This tactic meant that the 
opposition never oblnined the chance of 
otfensivc play and se^'erely limited the 
swift passing teams' advantages. 

This major grumble aside, the graphics 
and effects are most pleasing and add to 
a very strong realisation of the game. Tlie 
players troop on and off the field In an 
ordered manner and even wear their 
proper costumes,, in fact I w^as so im¬ 
pressed with the aiithentlcityf of t he 
teams Ltiat I was most disappointed that 
the All Blacks did not perform their Haka 
dance to start! Tlie action is very smooth 
and, as statetl earlier, is c-omparable to 
the best parts of the Kick Off soccer 
game- It seemed sad that some persona¬ 
lising of the players had not been man¬ 
aged, since their numbers are shown 
fairly well, and thus any pofentla:] identi¬ 


fication has to be numeric 
rather than titular. 

All the competing nations seem 
to have been entered in to the 
game which allow.s either for 
world cup replays or for one off 
"practice'' matches. There is 
also the facility for players to 
take one country each and play 
the game head to head tlius 
making It an Interesting project 
for those clubs which found 
Kick Off leagues so entertain¬ 
ing. I was disappointed that 
Lbicrc were no stat function?? for 
a series ^ Uiereby allowing the 
player to see who kieked most 
penalties and scored most points etc. but 
agjatu this Is a minor grumble. 

The one thing a player must be equip¬ 
ped with for this game Is a strong wrist 
and a veiy^ robust joystick. Not since the 
Daley Ttiompson Decathlon days have I 
had to wiggle so hard and so fast that my 
fingers blistered. Overall diis is a game 
that presents a challenge to the indi- 
\1duaL both mental and physical. Aside 
from one or tvro boobs the game is well 
represented and at least In the early 
stages allows for some measure of suc¬ 
cess against the ST. I actually got Scot¬ 
land to the quarter linals and the Aussles 
to the Semis. 

If you are an armchair sports fan this is 
well worth Investigating especially if you 
have a cast Iron Joystick. 

S QAMEPLAY- Fa^t and furious, good 
responses/ram the stick but the ten¬ 
dency to Ltrecir out the mrist, some¬ 
times JhiStraiulg 

S SIGHT AND SGt/JVD * LoodiFip and 
spot effects are strong the sprites large 
and srrwoth. evergthifig a sports sirn 
needs 

# OVERALL - Look this over, not a bad 
game at alt 
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SIMULATION 



A newplaiieL! And I have been 
chosen as one nf the four who 
can We for the right to be the god 
oJ this new world. Ttie contest Is to be 
rtin through nine Epochs, in each of 
which I must gain control of three is¬ 
lands. These first ones are called Aloha, 
Ba:zooka and Cilia and I have been allo¬ 
cated lOO men with which to conquer 
them all. 

I send 30 of ttiem to Aloh a to start tlie 
action. 'I’hls Is a small island - only two 
sectors - ifB Just me against Oberonn 
'riiings are pretty primitive around here - 
9500BC! Lots of wood lying around - 
must leave plenty of people In the Lower 
to breed and gather materials. Let’s see if 
they have any ideas about what to invent 
- ah! yes. my guys are ready to start 
thinking about ho-w to design rocks or 
catapults for offence or sticks nr spears 
for defence- 

Tliirik I'll try aggression Jirst - lef s gn 
straight tor the catapult design: three of 
you guys start working on It. Oh dear! 
that’s going to take 33 cycles to complete 
- I doui?t if my enemy will let me hang 
around that long, fll put another five on 
to it and then allocate any new men that 
we breed. l^ghtK now speed up rime to 
9-tiincs normal to see how it develops. 
Great - in only a couple of minutes 1 have 
got anotficr 10 men so there are 15 work^ 
Ing on the design now - they'll be ready in 
four cycles! 



Titte; 

MEGALOMANIA 

Publisher: 

Sensible Software/ 


tmageworks 

Price; 

£25.99 

Reviewer: 

John Sweeney 


Right - 52 men now 
- aTTTi them all wltl:i 
catapults and attack 
Oberon before he Is 
ready - be doesn t 
seem lo have set up 
any defence yet! My 
men are milling 
madly around his 
tower - POWf We've 
woni 

Much later 7tli 
Epoch - Utopia - this 
"island" is in two 
parts - one sector by 
itself and lour others 
Joined In the north. 

I'll put 40 men on the lone sector while 
the cunning, deadly Madcap and the vin¬ 
dictive. unpredictable Caesar are decid¬ 
ing what to dOr 191 SAD - well need some 
more modem weaponry! My guys have no 
ideas ^ there are no materials until we 
build a mine; no designing until we build 
a lab: and no manufacturing until wc 
build a iacior>'! Better start with the mine 
10 men plus any wc breed. Right that 
only took a few cycles - they have disco¬ 
vered Veridlum. Moronn and Alien (what 
strange elements1) - design requirements 
can change so I had better allocate half a 
tiozen men to each mine plus another 
half a dozen to build a lab. 

Well, tliey've built the lab. but still ha¬ 
ven’t mined enough materials to get any 
Ideas, Madcap and Caesar have 
already got factories as well, 

Caesar’s even had enough spare 
men to build a tower in another sec¬ 
tor - wonder how they are getting on 
at designing weapons? They only 
have 10 advance a little In order to 
start designing nuclear weapons 1 
AJi. my guys have got some ideas - 
SDl Lasers Jbr defence or Fl>dng 
Swiucers for ofl'ence - better get the 
SDI ready In case of nuclear attack: 
stop mining until they design it and 
decide what they need - ail the 
spare men Into designing and build¬ 
ing a Jaoi:ory\ Seven cycles to finish 
fhe design, two to build the factoiy -1 
need more menf 

Right, the factory is ready - all you buil¬ 
ders can go and help the Lhinkersl Hur 
rail -1 have a design: L5 Moron -1-3.5 
Alien for each laser. And I have developed 
up Lo 1945! Right split the men up - 
laser-building, mining and designing 



Saucers, Hey. Caesar wants an alliance - 
well, why not - It will give me time to 
design a Saucer to blow him up! 

The first laser is ready - quick inslaJl it. 
Great the lab's designed a Saucer! - we'^re 
up to 1980. 

BOOOOOOOOOOOOOOOOOM! Madcap 
just got nuked! Uh oh! My alliance is 
over! Good job I got the SDI's ready - four 
of them in place now. Just me and 
Caesar left - he has two sectors up to 
1980 and another Just starting. 

120 men building Saucers! Yeooowl He's 
just lautiched a nuke attack ^ three of my 
Sl>ls dowTi, Build Lbiose Saucers - check 
the design - ylkes - it needs Yeridium as 
well - 1 haven't been mining that - 4 
Saucers built - ready to launch. Help 
under attack from Jets - only two though 
- get Qie Saueers in the air - jets des¬ 
troyed - 6 more Saucers ready - seiid all 
10 to Caesar's first tower ■ POW3 - sector 
conquered! - these Flying Saucers are 
pretty hot - now on to the next of 
CeaBar’s sectors. 

NOOOOODOOOOOOOOGOOOOOOOO! 
Another Nuke attackf - I havciiT got 
enough SOI l^iisers! -1 haveti’l got any 
other seclorsl - Tm t^EAD! 


SfGfIT ^ SOUND - BriUidnt graphics 
and superb speech - dozens q/amaz¬ 
ing wtos feWing you whaCs going on 
and acting as the enerng 

GAMEPLAY - /lfnuse-ciriuf?rl siralegg 
game - superb heipjaeitities - very 
easy to play. VERY ndeffedue 

VERDICT One of the best dettysimu- 
lators! Definitely luorth buying! 
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T he F\m School £ and 3 series of 
educational programs are eJas- 
sits of their type and have now 
sold a staggering? 300,000 copies tn totalT 
TheyVe now been Joined by Fun Sohoo] 

4^ which like the pre\rious releases cron- 
slsts of three separate packages, eaeh 
one aimed at a different age group. These 
are the Under 5's: 5-7 year olds: and 
7* 11 year olds. As before each package 
contains several dlffereni programs, each 
Intended to exercise a parlicular set of 
skills and as wiLh most recent education¬ 
al software they've been designed n^lth 
the National Curriculum iii mind. 

Each package contains one double sided 
disk, but a single sided version Is avail¬ 
able direct from Europress if required. 
"Ihe programs run on any ST(E) in 
medUiin resolution colour. The accom¬ 
panying instruction booklet is well pre¬ 
sented, although it proved less than 
helpful in some areas. This booklet also 
weaves a little story around the theme 
character", which links to the program's 
acthities - a great Idea as it gives added 
■purpose'' to the exercises. A special pa¬ 
rents/teachers section describes each 
program’s atmsH and how It relates to the 
National Curriculum. 

As with previous releases all the prog¬ 
rams are written in STOS and exhibit the 
bold, colourful graphics weVe come to 
expect from the Fun Scliool series. 

Tliey're easy to operate too, most using 
just the Spacebar and Return key or 
occasionally the mouse and/or cursor 
keys. Sound Is also well handletl, with 
miiltichamnel music and effects used tas¬ 
tefully and with commendable restraint. 
In each case the disk autoboots into an 


amuslngJy animated 
startup screen 
which leads into an 
attractive graphical 
menu.. There are 
furiher amusing 
antics when chang¬ 
ing difficulty levels 
or quitting a prog¬ 
ram, all lieJping give 
the programs a 
slick, professional 
presentation. Let’s 
take a detailed look 
at each oJ the 
packages. 

UNDER 5’S 

Tills one covers basic keyboard skills; 
simple reading vncabulajfy; basic numer¬ 
ical skills: experimentation with shapes 
and colours and even some musical acti¬ 
vities. it uses Teddy as the theme charac¬ 
ter (as In Fun School 2 and 3) vilth 'Ted¬ 
dy's Busy Day” as tlie scenario for the 
StOty. 

addition - Teddy’s at Iiis nursery 

schnoL Teacher shows pictures of objects 
on the board, and at Level I you have to 
help Teddy count them. At l^^el 2 tlie 
objects are split into two groups with 
numerals displayed against them, which 
have to be added together. Level 3 as 
similar, but uses only numerals. Each 
correct answer allows one of the class out 
Into the playground; a wrong one triggers 
a prompt for a bigger or smaller value 
answer, as appropriate. 

TEDDY PAINT - after playtime 
Teacher wants the bears to do some 
painting. This program lets you pafnt on 
the screen with the mouse, using 
brushes of various shapes and sizes and 
In a variety of colours. You can also place 
ready painted objects In your picture 
using the themes of beach, country, or 
playground, or even use them as a 
^’brush" and paint copies of the object all 
over your picture. The speed this works 
at is Impressive! Colours can be changed 
manually or automatically rotated as you 
draw, quickly producing different col¬ 


oured object images. Pictures can be 
saved and reloaded to/from disk, and 
there’s even a, screen print facility 
although I couldn't get this to work on 
my Star SG-10. Unfortunately this prog¬ 
ram isn't veiy Intuitive as functions are 
chosen by key depression - not from a 
menu. 

FUN TRAIN - after lunch Teddy’s 
mum takes him to the fun fair, where he 
rides on the Fun Ttain. This pulls a car¬ 
riage with a picture on Its side, and each 
time it appears It has a different picture. 
You have to match the picture with 
anotlier elsewhere on the screen. Level 2 
replaces some of the pictures with words, 
while at Level 3 a picture has to be 
matched widri its corresponding word. 

TEDDY” S HOUSE - when Teddy 
and his mum get home they find the 
house painters have arrived. They've for¬ 
gotten which colours to use, so you have 
to help them. Level 1 asks you to choose 
a colour for a part icular part of the 
house; Level 2 asks what colour a parti¬ 
cular part has already been painted; and 
Lev^el 3 asks you to paint a given part of 
die house a particular colour. Wlien 
complete the painters drive away In their 
van - sometimes with an unexpectedly 
amusing result! 

TEDDY’S KARAOKE - later on 
Teddy goes to his friend's birthday party, 
where he helps operate the Karaoke 
machine. Select a nursery^ rhyme and the 
nuiehine plays it accompanied by 
flashing disco lights. It also displays the 
words, complete with little ball bouncing 
along over them to help you sing along in 
time! On Level 2 you control the playback 
of each song by tapping out its rhythm 
on the Spacebar. At Level 3 the music 
plays normally; but stops at certain 
words and wails for you to key In its 
iniUal letter. 

TEDDY^S BOOKS - it’s bedtime, 
and Teddy has several friends staying 
with him. His dad Is reading bedtime 
stories from a book taken from Teddy's 
bookshelf, leaving a gap where it came 
from. The books on the shelf are num¬ 
bered, and you have to indicate which 
one is missing by pressing the appropri¬ 
ate numeric key. Level 2 Is similar, ex¬ 
cept the books aren’t In numerical order. 
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JOHNS DAVISON 
PLAYS AROUND 
WITH THE FOLKS 
\ IN FUN SCHOOL 4 

I 

i On Levels 3 and 4 there are several 

j bookss missing and you have tn guess 

I which one's cuTTcntly being read.. If 

I wroilgn you'rt: promplcd to try a bigger or 

; smaller number as appropriate. Each 

1 cotTect answer causes one of the bears to 

fall asleep, the level ending when all are 
! asleep. 

Sumniliry a delightful rollertlnn of 
I programs which can't fail to captivate its 

intended audience. However* completing 
certain higlier levels might be quite chal¬ 
lenging for some young children, 
although with adequate supervision this 
shouldn’t be too mttch of a problem. 


5 TO 7 
YEAR OLDS 


This package helps children leant about 
the alphabet; develop an understanding 
of alphabetic and numeric sequences: 
learn about money: try out their arithme¬ 
tic skills: improve their vocabulaiy: and 
develop keyboard skills. Theme character 
is Freddy Frog [from Fun School 2 and 3) 
and the story scenario is "Freddy Frog’s 
Bitsy Week", 

LIBRARY ^ on Monday f-Teddy goes 
to the library to change his llbraiy book 
and ends up sorting books into alphabe¬ 
tical order - with your help. Various 
levels have you sorting books based on 
the Initial letter of their title: on one 
whole word; on the whole title: and on 
author’s name. Book titles and authors’ 
names can be customised if required. 
This program exercises a skill that's often 



ignored, and again can be challenging at 
higher levels. 

BASKE^XBALL - Tuesday secs 
Freddy in the Sequences Basketball 
team. You have to help him score points 
by deducing the missing Item from a 
sequence of numbers or letters displayed 
on cardvS held up by the spectators. A 
right answer helps Freddy shoot the ball 
into the basket, while a wrong one 
causes him to- miss Qie shot arid a hint to 
he displayed. There are four levels oJ'in¬ 
creasing difficulty, and again at higlier 
levels the problems can be quite taxing 
for younger children, 

SHOPKBRPBR - on Wednesday 
Freddy goes shopping at the supermar¬ 
ket, and you have to help him. In Level I 
you have to pick out a coin whieii will 
buy a certain iteiii displayed Ln the win¬ 
dow. In Level 2 you may have to select 
more than one coin to pay for an item. In 
higher levels fYeddy finds himself stand¬ 
ing tn for the shopkeeper, and needs help 
working out how much each customer 
has spent and Qieir correct change. Cus¬ 


tomers buy up to 
three Items and 
pay with a hand¬ 
ful of coins, so It 
can be quite diffi¬ 
cult to calculate 
the change re¬ 
quired. Change 
lias to be given 
using the mini¬ 
mum number of 
coins, although 
the Instructions 
don't tell you thls. 

LOG CABIN 

- Oil TTiursday 
Freddy's wife 
drags him off to 
finish the work on 
thelj holiday log 
cabin. You have 
to help Freddy fit 
logs into spaces 
in the wall to 
compicte it. Each 
space contains an 
arithmetic prob¬ 
lem, and you 
have to find the 
log inscribed with 
the matching 
answer. Fill all 
the spaces and 
Mrs. Frog [love 
that lipstlckJ) and Froggle Junior Join 
Freddy in a celebratory dance. Again 
there are four le^^els of increasing dlfhcuL 
ty. covering addition, subtraction, multi¬ 
plication and division problems. 

OPPOSITES - Friday sees the Frog 
family visiting a Uly pond for a swim. 
Unfortunately the pond’s owner appears 
and demands Freddy answers questions 
cm "’opposites" before his wife is allowed 
to use the diving hoard. You have to 
make Freddy Jump onto the lily pad dis¬ 
playing ttie correct aiiswcr using the cur¬ 
sor keys. Tliere are six diJliculty levels, 
the higjier ones needing multiple 
answers so that Freddy's wife A-ND her 
friends can go dicing. I’hetr antics will 
have the kids rolling around with 
laughterl 

TYPING - Did you know that Uie 
National Curricukim suggests that by the 
age of seven children should be able to 
perform elementaiy computer based 
tasks Including simple word processlng'r' 

CONTINUED ^ 
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This means acquiring keyboard skills 
along Qie way, hence the need for prog¬ 
rams like Lhis one. Freddy’s final task is 
to avoid being caught by a rather strange 
looking crocodile - by correctly complet¬ 
ing hts typing exercisesf You have to op¬ 
erate the keyboard for him through five 
difficulty levelSp ranging from cxploratoryr 
pecks at single letters througti to cnLer- 
ing c:omplete sentences displayed on Lbic 
screen. Correct entries keep Freddy well 
clear of those snapping jaws! 

Summary - some problems are quite 
taxing, e.g. ariQimetic requiring the 12 
times table p and "opposites" requiring a 
grasp of quite wide-ranging concepts. 
Although its target age range is 5-7 
years, in practice it's probably broader 
tfian this, possibly up to 9 years, [f^s a 
sure lire hit with the the kids though? 

7 TO 11 
YEAR OLDS 

Here’S another six programs, including 
topics of maths, geography . hlsto^Ji^ and 
general knowledge. Theme character Is 
Agent G [or Sammy the Spy to his 
friends), who seems to have replaced 
Robbie the Hobot from the previous Fun 
School programs for this age group. Story 
scenario is called "Q's Tricky Mission", 
which involves Sammy following the trail 
of a double agent w^ho's stolen t he 
ancient riches of King Raram and some 
Important documents. To make progress 
he has to answer questions - with your 
help, of courset 

PROPORTIONS - this contains 
three separate tests on proportions, 
using various quantities of objects from a 
total of 10, 20, and 30. Answers may be 
In fractional, decimal, or percentage 
terms. Successful completion results in a 
secret message being revealed. 

SPY guiz ^ Sammy has to collect 
another secret message from a house 
Surrounded by a high wall To scale the 
wall he has to answer general knowledge 
questions on English, maths, and seten^ 
ce, some of which are quite difficult even 
for adults! Each correct answer allows 
him to climb higher, but a wrong answrcr 
causes a guard to drop a plant pot on his 
head w'hich knocks him back to the bot¬ 
tom again. Sammy has to climb the wall 


through four levels of Increasing difficul¬ 
ty before finally receding the secret 
message. 

BXCHANGB RATERS - the trail 

leads Sammy abroad, and he needs to 
buy equipment at the airport before de 
parting. To get it he has to answer ques¬ 
tions on currency exchange rates be¬ 
tween Pounds, Francs, Deutschemarks, 
Pesetas, and Lire, and correct answers 
earn him moneys for buying equipment. 
Three levels cover various types of con¬ 
versions, the higher ones involving com¬ 
paring prices in different currencies, llils 
is quite difficult, so you're allow^ed to use 
an onscreen calculator up to five times to 
help you. Another secret message is re¬ 
vealed when yotJ.’ve completed ail levels. 

TIMETABLES ■ Sammy asks you 
questions about flight departures, des¬ 
tinations, and arrivals, answered by con¬ 
sulting the airport's flight timetable- 
There are four levels, the higher of which 
have you calculating arrival times based 
on departure time plus lliglit time, and 
departure times from scheduled time 
plus time ahead of or behind schedule. 
Completing a level triggers an amusing 
animated sequence showing Sammy 
boarding his plane and departing. 

SPY TRAVELS - my fav^ourite 
program, in which you help Sammy navi¬ 
gate to secret destinations. Six levels in¬ 
volve steering planes, a boat, hot air bal¬ 
loon, Iriclicopter, and submarine across a 
world map via various oceans, countries, 
cities, rivers, and other important places 
In response to messages flashed to you. 
None of the places are marked or named 
on the map, so If you don't know where 
they^ are you have to find out by ex- 
pcTlmentfng. Wrong answers result tn 
directional clues which you use to locate 
the required destination. 

DESSERT DATES - Sammy has 
to answer questions about famous his^ 
torical events, by striking appropriately 
dated bricks fn the magical Pyramids of 
Historichuck with a large mallet? A wrong 
answer causes the mahet to break, and 
you only have five mallets. A correct 
answer causes the brick to move aside 
revealing a treasure. Get Sammy through 
four levels and he’ll find the rlehes of 
King l^aram and finally complete his mis¬ 
sion. Four levels require increasingly 
accurate answers. In centuries, decades, 
and liiiaJly the exact year an event 
occurred. 


SlimmUFlf - another great collection of 
programs to challenge young minds - or 
e\'en adult minds in some topics! My only 
disappointment is that the secret mes* 
sages collected along the way aren't 
actually used lor anything, they're there 
to support the written scenario rather 
than the action In the programs. 

OVERALL 

CONCLUSIONS 

lliere's much to praise and lilQe to criti¬ 
cise in these packages. Mbior niggles in¬ 
clude incGnsistency^ In moving between 
difficulty levels - some programs do It 
automatLeally, while others need manual 
action. Also, the controls for some prog¬ 
rams aren’t as simple as they could be - 
Teddy Paint being the worst offender. In¬ 
structions for some programs could be 
clearer too, Teddy Paint again needing 
attention. 

The problems presented in Fun School 4 
are noUceably more taxing than In the 
earlier packages. I suspect this is Inten¬ 
tional, probably in response to feedback 
from teachers and parents asking for 
somethli^ more challenging. It's no bad 
thing, except less able kids may need 
additional help and supervision. Howev¬ 
er, ttie programs do usually provide ex¬ 
cellent prompts, hints, clues, etc,, on re¬ 
ceiving wong answers, and most proidde 
the answer after several wrong attempts. 

The programs exliJbit Ore same superb 
quaJltj^ as their predecessors, so their 
success Is assured. They're easy to use. 
have excellent graphics and anlmr'"'' 
use botfa internal and sampled sounds 
effectively (but sparingly!), and cover re- 
le\''ant edueatlonal topics. But above all 
they’re ENTERTAINING and great FUN to 
use, so children will really enjoy using 
them. If you're shopping for educational 
software, do your kids a big favour and 
buy Fun School 4, and dont be surprised 
if they won't stop using theiii! 


FUN SCHOOL 4 

Europress Software 
£24.99 each 
Reviewed by John S Davison 
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I inageWorks have producEd an in¬ 
teresting piece of ScLence Ficrtion 
gaming here. They have taken the 
starting Incaticm as New York in the year 
2067 and poTtrayed yet another dLamal 
version of the C>^berputik age. Man, it 
assumes, has managed to live up to aU of 
Greenpeace’s dire warnings and has used 
up all that Mother Nature has to give and 
polluted Her unto near death, rherefore 
the gwemment started a meritocratic 
evacuation which left a great deal of the 
populaUon scratching about tiyLng to 
make a living on the planet. In order to 
maintain control they left befilnd a core 
of police keeping robots who they named 
Wolverines. It was these machine’s duty 
to nialntaLn peace and good order. 

Sadly they could not control the violent 
side of the human without breaking the 
prime directive, so beloved of Asimov, 
and thus started the heady road to cx- 
tincUon. Then just as the robots exist¬ 
ence seemed to be at an all time low new 
alien creature robots came to deplete 
whatever was left of the Earth's resour¬ 
ces and so upset die Earth robots that a 
war ensued. Tlie player’s role is that of 
the last Wolverine, In some state of ex¬ 
treme disrepair trying to save the world. 
The game starts with a strong sound¬ 
track rocking the machine and some 
quite elfectlve graphics sho\i.ing the 
machine that is to be controlled. It hears 
an uncanny resemblance to the rogue 
police robot from Robo Cup, but leading 
such feelings of plagiarism aside I press¬ 
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ed the Joystick lire 
button and entered 
Into the second disk 
of game. Herein lies a 
very Interesting 
quirk, the game 
comes T^lth an Intro 
disk that depicts the 
whole of the stoiy, 
and then requests 
the single sided disk 
he Inserted for Oie 
game. I f you have 
only got a single 
sided drive hpwever, 
bc^varc that it may 
well be IhaLyou can¬ 
not play this game to the full, If at allt 
There is a note in the instnictlons for 
such people that they will need to ex¬ 
change a coupon lor another disk to 
allow access to other levels. 

The opening level represents the under¬ 
ground of New York both train style and 
sewer style, and has the robot clonklng 
Its destructive xray looking for lost bits of 
equipment in a large scale platform 
game. The graphic representation of the 
area and the various monsters are re¬ 
miniscent of the better Psygnosis games 
and lend a great deal to the atmosphere 
of the product. It seems that it Is the aim 
of die player to leave this pit by killing 
anyone or anything that crosses its path 
at the same time equipping itself with 
some more useful hardware. This level 
takes a great deal of mastering insofar as 
the problems to be surmounted arc 
great and only defeatable with the 
gun die robot carries. Should you 
fight your w-ay out then the second 
stage actually makes the game feel 
even more like a good story. 

Once upon the streets of New York 
the Robot needs lo find a communi¬ 
cation device to allow it to contact 
the creator of the machines and 
thus allow a refit and general 
24,000 mile service to take place. 
The level also allows the robot to 
obtain more and nastier weapons. 
The screen ia a rather fetching 3D 
scrolling skyline of New York and allows 
fnr an strong interactive search game. 
This level almost smacks of the old style 
arcventures. This to me is the most 
attractive of die 3 levels, if only because 
It allows for a little more empathy with 
the machine and presents a reason for 
playing the game. Once the professor has 



been found (not eas>^ at all!) he may well 
refit all the items needed to enter the 
third level and so if is with a far more 
useful macliine the player enters Into the 
showdown. 

'fhls final part Is where hero machine 
acts out to deliver the unaware human 
world from the unpleasant polluting 
Scavengers and their Ftimace Guardian. 
By now the Robot is faster, bt^er, and 
stronger and tliua is assumed to cross 
some of the lesser barriers in his way and 
embarks on another platform style duck 
and weave trek, llils unit Is less eflective 
in. some ways than the previous two 
although it is in essence far more a large 
shoot 'em up allowing for more reaction 
shooting and less diinking about your 
actions. In essence the robot is assailed 
by many baby version scavengers and is 
attempting to reach the mother creature 
and then destroy It with the extremely 
potent hardware available on its way. 
Sadly a mere mortal such as I did not 
manage to peneLrate the depths of the 
Guardian's lair and thus I cannot com¬ 
ment furtlier. My only thought was that if 
it was tougher than the babies who kept 
wasting my ix>bot then the Earth was 
going tc die many, many tlmesll 

• SIGHTSISOIJMD -itfeea 

^ood Psygnosiii game, garish with ioud 
sounds, ujorfh ihc ejfort of loading 

• GAMEFLAY - Entertaining bui highly 
/n45fra£fn.gp good scrolUng mid joystick 
reaciion though 

• VERDICT - A reasonahie contender eu 
the n^Ei; idea^Jiold and aifiioitgh J 
was not totally enthralled £t pnot'tded 
some interesting times 
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John S Davison concludes his 
series on sampling sounds using 
your ST with ajinal look at stereo 
reproduction 


I finiilly my hands on il - Microde¬ 
al/AVR's Stereo Rep Jay sampling 
package, that Is. It runs on any 
STfE) or TT, bo you can at last make 
samples to fully exploit the STE’s stereo 
sound system. Being stereophonic It. has 
twice the hand ware musele of Its 
monophonic predecessors, and this is re- 
tlcetcd in the size of the cartridge - it's 
now a hefty "h" shaped affair over twice 
die size of previous Replay cartridgtB. iL^a 
still only 8-bit resolution though r 
Tlie cartridge now sports four pliono 
sockets, stereo left/right inputs, and 
stereo left/right outputs. Inputs take line 
level Signals from your sample sDurce, 
c.g. line out sockets on a CD player, 
cassette recorder, Ol' anipliJier - or even 
1‘roiji their headphone sockets. The car¬ 
tridge outputs connect to the "aiix” in¬ 
puts of a stereo hi-fi amplifier. Playback 
can also be via the computer monitor or 
routed via the stereo output sockets of an 
STE/ri’, 

The package also contains two double 
sided disks, and three Instruction book¬ 
lets presented in the same slightly scruf- 
(y style common to all the Replay pro¬ 
ducts, Tlie content is generally OK. 
although some of the more esoteric topics 
could do with better explanation, e.g. 
image panning and resampling. The 
disks contain two programs and some 
ready-to-use samples, which surprisingly 
are inono only so don’t fully demonstrate 
the package's sonic capabilities, 

STEREO 03)I3T2 


PRO-SERIES 

EDITOR 

The main program is die sample editor, 
which Is a complete departure Iroin pre¬ 
vious Replay editors. It requires a rriirii- 
mum of 512K to run, but really needs 
more to fully exploit its potentiaL It won't 
run in S^E’{E) or Tf low resolution mode, 
but claims to work with anything hlglier 
(including TT modes). 1 tried it in S'lT' 
medium-res colour and hi-res mono and 
It worked fine. Its rnain lunctions are 
very similar to those in Replay-S and 
Replay Professional [see Issues 52/53 ]h 
but in appearance and operation ifs lot- 
Eilly different. It's based on the editor 
supplied with AVT^'s expensive Pro-Series 
12-bit and 16-bit sampler packages, 
which makes much greater use of win¬ 
dows than before. 

On bootup you find yourself on a new 
desktop, l.e, the Replay desktop. This 
shows some unfamiliar icons, including a 
disk (for loading samples) and a MIDI 
keyboard [for setting MIDI parameters). 

At bottom left is a set of tape recx>rder- 
like controls for haiidling record, play¬ 
back, fast forward, and rewind of sam¬ 
ples. Next to It Is the Block Control Panel, 
more of which anon. There’s also a "fuel 
gauge" showing unused memorj'. 

Click on the disk icon to select and load 
sample files. At last AVR's standard sam¬ 
ple format definition show^s its w^orth, as 
through It the program can read 8, 12* or 
16-blt resolution samples in mono or 
stereo and automatically convert between 
the formats as required! Tills gives you 
access to a much wider range of samples 


from PD libraries, etc. as discussed In 
the last Issue, Note that you can only 
replay them lo 6-bit fbmiat with this 
package though, it also reads non ,AVR 
foimat sample files. 

After loading a sample, an icon repre¬ 
senting il (including its name) appears on 
the desktop. The sample's waveform Is 
also Immediately displayed in a window, 
either as a single trace for a mono sam¬ 
ple or left and right channel traces for 
stereo. The window can be resized, re¬ 
positioned, etc. a? required, so you can 
still access the desktop if needed. You 
can keep loading samples until your STTs 
memory Is lull, each one represented by 
Its desktop icon. Up Lo seven samples 
can be viewed simultaneously, each in Its 
own srroilable/zoomable window. 

Editing can be done on any section [or 
"block"] of the sample, defined either 
using ''markers" or by "iiibber^ banding" 
an area with the mouse. You can also 
place additEonal markers anywhere with¬ 
in a sample to indicate points of interest 
and quickly switch Ihe editing cursor be¬ 
tween them when required. Ajiy pair may 
also he used to define a block for editing. 
The Block Control Panel then displays 
icons representing the more frequently 
used edit operations. These include cut, 
paste, and copy blocks \v1thin a sample 
window or even between windows - great 
for making up composite sounds from 
several different samples! 

I JESS frequently used functions may be 
accessed from the usual menu bar. You’ll 
lind ramiliar features from previous edi¬ 
tors here, some with enhancements for 
more JlexibiJity. For instance samples can 
be reversed; superimposed on each 
other: i^peated; laded in/ouh and 
volume manipulation performed. Tlierc 
are also some new facilities specificaDy 
for handling stereo samples Including 
swapping channels; channebto-chaiinel 
copying; channel cross-fading: and Image 
panning - moving the sound about as It 
plays! 

Ijooping Is Important for muslcaJ appli¬ 
cations, as it allows a relatively short 
sample to be played for any required 
duration without using additloiiaJ mem¬ 
ory. You can easily drive yourself crack¬ 
ers (or should that be loopy!) trying to 
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find good looping points within a sample, 
as differences In volume, pitch, and Um- 
bre at the chosen points {:an ofLcii pro¬ 
duce nasty audible i^litchca in ttic sus¬ 
tained sound. The editor haa some excel¬ 
lent tools Lo help you avoid Lbiis, includ¬ 
ing a apeeial display to assist yoti accu¬ 
rately inatcJi up the waveform shape 
across the loop Join; a ^'snap'' function to 
automatloally position the loop markers 
at the w^aveform's zero volume points (al¬ 
ways a good placre to start)' and Jinaliy an 
automatic eross-ladc at the loop join to 
help hide any remaining nasties. Tliey 
still don't guarantee you'll make perfect 
loops, but they do Improve the oddsf 

RECORDING 

SAMPLES 

Selecting "new sample" from the menu 
now creates a sample file into which you 
can record a new sample. A dialogue box 
allows you to specify the resolution: 
whether moiio/stcreo; and tlie sample 
Icrigtti. Stereo samples use twice the 
meiiiury of mono samples ^ so 512K Is 
barely adequate - only b seconds w-orth of 
samples at 22kHz sampling rate. 

Clicking on the 'rc€:ord ' button briiigs 
up a recording control panel. This in¬ 
cludes an oscilloscope display^ tssed to 
set Qic optiinuin input signal level It also 
haa buttons for monitoring tJie Input; 
setting a trigger level to automatically 
initiate sampling: and a manual sam¬ 
pling start button. 

I’hls editor doesn't fiavc a realtime spec¬ 
trum analyser, so dcLcnnining frequency 
content of a signal involves making a test 
sample fir si then tising the Fast Fourier 
Transform facility on it. The FFf display 
is also useftil w^hen using the program's 
many digital fUtering options to clean up 
or otherwise change the sound of the 
sample. These iiicludc low pass, higll 
pass, baud pass, and notch filters: bass 
or treble enhancement: DC talas removal: 
and a spot frequency booster - acting at 
any frequency you choose . 

As with previous [teplay editors the 
sotind can also be changed by applying 
varloTis reverb, ec;ho, and flanging special 
effects processing to the basic sound. 
There's also a new facility for '''re-sam- 
pling" an existing sample at a different 
frequency to that originally used. 

MIDI stippoit is similar to that In 
Replay-f^. allowing only single notes to be 
played from a MIDI keyboard. You can 
assign single samples to individual keys, 
or play one sample pitch shifted across 
die whole keyboard, but there's no 
equivalent of the suj>erb foxir-note 
polyphonic MIDIFlay facillt^^ supplied 
with the Replay Professional package. 


STEREO DRUMS 

Ttie otlier major program supplied is 
Stereo-Heat, a new version of AVR's ubi¬ 
quitous Dnjmbeat drum machine prog¬ 
ram. It's very' similar to Drumbeat Profes¬ 
sional described last issue, the main dif- 
rerenet being that drum sounds can be 
tndividuauLly positioned to the left, eentre, 
or right of the stereo soundstage. Central 
posittoiilug involves replaying the same 
signal on both channels, restricting the 
number of different samples playable 
S.|llflultaneou3ly to 
three. 

As well as steptime 
rhythm pattern entiy^ 

Lbiere's now also a 
new realtime facility, 
allowing you to "tap 
In" a dnim part 
using the STs 
numeric keypad 
while listening to 
other parts already 
sequenced. 

You can also con¬ 
nect up to six drum 
pads via MIDI and 
play the drum sam¬ 
ples by hitting the 
pads. In this mode you can play a max¬ 
imum of four samples simultaneously. 
Other MIDI facilities include die ability to 
transmit or read external MIDI clock 
messages so Stereo-Beat can drive or 
sync to an external sequencer or dnim 
machine. It can also transnilt MIDI Note 
On messages, for playing sounds on ex¬ 
ternal expanders or drum maeliines. 

1 haven't covered every' feature in this 
package, but I think I've said enough to 
give you a good idea of its capabilities. To 
summarise, I think Stereo Replay is a 


tenrilic prodtict, representing a real adv¬ 
ance in both liaidware and software 
terms over Replay-8- And at £39.95 it 
costs just £10 more than its predecessor 
- that's a bargain in my book. Like 
Replay-8 its sound quality is good but 
st.lll isn't really hi-fl - a iLmitatloii of the 
8-bit technology; I guess. However, to my 
ears it sounds subjectively better than 
Replay-S, probably because of the spa¬ 
tially separated sounds. 

1 found few niggles with it - minor quirks 
In Its ergonomics perhaps, but nothing 
really serious. The major omission is a 


polyphonic MlliJl keyboard facility. Ah 
well, you can't have evciyrthingl 

Well thai's it^ the end of the Sample 
'Itilst series. We'vx; covered a Jot of 
ground, not only looking at lots of sam¬ 
pling related products for the S'l\ but. 
also at some of the theory^ behind how 
they work and. the praeUcalities of using 
them. As always, if you have any queries 
on this topic drop rue a line c/o Page 6 
and I'll do my best to help. 



SAMPLING XIPS 


With ANY sampler th§ quality of sounds produced depends very much on Iha cane taken in 
recording the samples, as well as Itie technology used. So, if you want top quality results bear 
the following in mind: 

1. Buy the highest resolution sampler you can afford- Fpr most people this means an B-bil 
system, bur go higher if you can. More bits rrteans "higher-fi" - lass background noise and 
lower quantisalion distortion. 

2. Ensure you use a top qualily signal source, e.g. hi-fi cassette orCP. Input a rubbishy signal 
and you’ll produce a rubbishy sample. 

3. Always set the correct input signal level with the oscilloscope. Too low a level increases 
background noise and distortion, too high causes clipping dislortion. 

4. Use Iha highest practicable sampling rates. Lower rales mean increased distortion and 
restricted frequency response- 

5. Remember the Nyquist limit (see Issue 51) - don't try to record frequencies above about 
HALF the sampling rale or you'll introduce awful sounding aliasing distortion which no 
amount of digital liltering will ever fully remove. Use the editor’s spectrum analyser or Fasl 
Fourier Transform display to see what frequencies are present. Filter out those over the limit 
AT SOURCE u&irxg ypur amplifier's lone controls, graphic equaliser, etc. Alternatively, 
consider recording the sounds onto a muiti-speed lape recorder first then sample them from 
here with the tape running at hall speed. This halves the tnequencies. bringing them below 
the Nyquist limit. After recording double the sampler's replay rate to get back to the sample's 
original pitch. 

6. Replay the samples via an external amplifier^ wilh tone controls set tor the best sounding 
results. 
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ST GAMES ... ST GAMES ... ST GAMES... 




T he long-awaited sequel 
to one of ihe. best 
.games of 1990 hit the 
Stands a couple of months 
back. Having fought his way 
througJi live le^'els of fiendish 
pu73:les, inonsLcrs and traps to 
defeat the evil Necmmancer, 
Karadnc the Dwarf now re¬ 
turns to his home village to 
gel his reward. Unfortunately 
something has gone wrong 
and you will have to guide the 
poor little guy through four 
more levels of mayhem. 

You need the original Cadav¬ 
er Game Disk in order to play 
The Payoff. This means that it 
is idcnt.leal to the original 
gatne in the gaineplay. There 
are a couple of new potions 
and spells and a few ob¬ 
jects but basically it Is Just 
more of the same superb Joys- 
tiLk-driven graphics adven 
turcl 

Level one starts olt quite 
hard, but level two is a real 


As before you must pay the 
gods an Increasing amount of 
mone^' for each SAVE, so you 
viill almost certainly run out of 
money on level two and have 
to restart it, being more care¬ 
ful with your SAVEs now that 
you know liow to solve the 
first pait of the level? 

It is a great relief Lo reach 
level thrpe and not have quite 
so many fights to handle, but 
the puzzles start getting 
sneakier and sneakier througfi 
to the climax at the end of the 
fourth level when you finally 
get your reward - if you sur¬ 
vive: although there are fewer 
monstens on these levels Hit 
traps arc deadilerS 

If you enjoyed Cadaver then 
n.ish out and buy The Payoff 


immediately. If you haven't 
played Cadaver yet. tliejiyou 
are missing a treat ■ I would 
thoroughly recommend that 
you get yourself a uo-pty] 

There probably wonT be any 
more of Cadaver since the Bit¬ 
map Brothers decided to kill 
Karadcc the Dwarf off In the 
follow-up to The Payoff. This 
appeared as a single Icv^el cal¬ 
led The Last Supper on a Zero 
magazine cover disk a few 
months hack - you can prob¬ 
ably pick it up from one of Lbc 
PD libraries. Hopefully howev¬ 
er the Bitmap Brothers will 
develop the Llieme in their 
usual brilliant manner and 
provide us witli more excellent 
graphic adventures in the 
fulurc. 



FACTS 


Title: CADAVER - THE 

PAYOFF 

Publisher: Renegade 
Price; £25.99 

Reviewer; John Sweeney 


SIGHT a SOUND 


BfiiHaM S-D isom^fric graphics 
and animofion, fofs of n/w 
sound effsefs- 


GAMEPLAY 


Su^fb exOmpfB of a wefi de- 
sign&i game. Jom-packrnd 
with puzzles and flaps to keeps 
yoil perpfexod for mony 


VERDICT 


More Sifmap Magics 



FACTS 




A lthougji now a budget 
release. 1 do not recall 
seeing this particular 
offering belbre. A very loud 
and colourful arcade game 
with some strategic overtones 
is presented tacre. In it the 
player controls a lone fanatic 
warrior who Is striving to 
make his way across various 
screens of enemies in a multi¬ 
tude of different ways. 

Tfie game is set In the Im¬ 
aginary area of Gargore a 
place where all the indepen¬ 
dent kingdoms arc warring 
and looking for a hero to unite 
Qicrn under a coninion cause. 
Surprisingly the game comes 
with a niass of written mate¬ 
rial which give a deal of back¬ 
ground to the wTjrld. Indeed 


ONSLAUGHT 

perhaps the least satisfying 
both graphically and in play 
style. In essence it acts as the 
Ijrge monster at the end of a 
level but In practice these baf- 
Ues can come more frequently. 
In an attempt to appear more 
fantasy baaed the game allo¬ 
cates your hero a religion out 
of the several available and 
points are awarded or lost for 
attacking the right and wrong 
combinations of same. Again 
all Ihis practically means is 
avoiding the potential allies 
and using magic objects upon 
them rather than senselessly 
killing everyIhing on the map. 
The game has a great deal of 
potential and is saved from 
being samey by the play area 
ediLing feature which does 
allow for interesting variations 
on the theme. 

I quite enjoyed this although 
the play could prove a little 
difficult for newcomers. 


on the w^ord snp- 
jxm side it rivals 
many fantasy 
adventure games. 
The graphics are 
very strong especially In the 
TTiaJor platJfonn games which 
represent the battles. There 
are a bewildering array of ene¬ 
mies representing the different 
ethos and races of the eficmy 
each with their own little 
deaQi machines and large 
mines. All the same the basis 
of these battles is a platform 
and ladders game of great vio¬ 
lence. 'fo alleviate ttie platform 
combat there Is a device enti¬ 
tled mind combat which invol¬ 
ves controlling a hand icon 
around tlic screen borders 
and firing the mind bolts at a 
four armed head in order to 
fry' it's brains. Such arc the 
creatures of Imagination? Tliis 
part of the game although 
necessary for the play Is 
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ST GAMES ... ST GAMES ... ST GAMES 


lUOK POCKETS 



M agic Pockets is a 

Joystick-driven plat¬ 
form game. As the 
'Bitmap Kid' you must fight 
your way Lfirougii 25 Icvtls 
against snails, green blobs, 
rocky people, etc. You attack 
with Tocketpower' - the longer 
you hold the button down be¬ 
fore releasing it the more pow¬ 
erful it is. It takes four difTe- 
rent foniis througfiout the 
game. You start in the caves^ 
firing whirlwinds, then it’s on 
to tlie Jungle, where clouds are 
your weapon^y^ Qn the third 
world, the mountains, yon 
attack with snow^balls and on 
the TinaJ level, you throw Ice 
T-Cubes. Tbiere is an amazing 
variety of useful objects to col¬ 
lect, e-g- magic potions, cups 
of tea and coffee, bubble gnm, 
boxing gloves, a diver's hel¬ 
met, and a cool bike w^hich 
kills ci'crything it hits - shame 
you can’t lake it with you! Also 
if you collect a gold star you 


will get one of 
another set of very 
helpful items. 

The levels are 
enormous mazes 
with 8-way scroll¬ 
ing; lots of dead-ends and hid¬ 
den treasures make the game 
much more Interesting than 
the average platform game. 

It is a bit tedious having tu 
restarL Lfie whole game again 
whenever you die, rather than 
starting at the beginning of 
the world you were on, and 
the Bitmap Brothers tell me 
that there are no cheaf.s built 
in. F'ort.unately you have three 
credits to spend on extra lives 
so you can get quite a long 
way on each attempt. If you 
are really stuck you can ring 
0098-445928 for a hint (but it 
costsi). 

You get more powerups from 
Svi^eet Ttiings: some are just 
lying around: you will get 
some whenever you kill an 


enemy with full Pocketpower. 
If yon pick up a coektail be 
sure to make the next Poekel- 
power big as you will tfirow 
□uL even more Sweet Things. 

There are many places where 
speed is essential, for Inst¬ 
ance, if you don’t hurry at the 
beginning of level 2 a roeky 
person will fall through some 
blocks onto your head. Lake a 
life, then cairy^ on down, steal 
your bike and try to kill you 
again with It It Is veiy^ useful 
to find out where certain 
monsters eomc from and des¬ 
troy them before, or just as, 
tfiey come on to the screen. 
You should also be careful not 
to trap yourself anywhere, or 
you will have to waste a credit 
to begin the Iwel again. 



FACTS 


Title: MAGIC POCKETS 

Publisher: Renegade 
Price: £25.99 

Reviewer: Alex Sweeney 


SfGHT & SOUND 


Exc«ii»ntly dslaUsd graphtes, 
iots of cciouf md very good 
onimafion. Great music and 
souryd effects, including Befty 
Boo souncttfock 


GAMEPLAY 


Maybe a little on ttw hard side 
twit generafljr very Pretty 
addictive 


VERDICT 


Great furt. If you enjoy arcade 
games it is definitefy worth a go 


STMIDER 2 

to help his friend 
Katra lit the des¬ 
truction arri even¬ 
tual repulsion of 
the Er^on fleet. 

The Er^t}n's it secinij arc 
Berriewhat upset with the 



FACTS 


Title: STARGLIDER 2 

Publisher: Mirror Image 
Price; £9,99 

Reviewer; Damon Howorlh 


SIGHT a SOUND 


Good arrimatioh aliows for 
reasonable sim, the sound is a 
iiffie weak apart from loading 


GAMEPLAY 


A very good example of 3D 
graphic flying combof pam&s, 
jfTK>DffT onof en/oyerfj/e 


VERDICT 


A blast from Ihe pasl fhal Is well 
worth the preservation 


liTor Image have 
found some strong 
contenders in their 
line up to offer success stories 
at budget prices. Stargjider 2 
is iiu excepuon and gives 
strong support to theli' desires 
of being recognised as a pur¬ 
veyor of quality antique soft¬ 
ware. ITiis is tJhc follow up to 
one of the STs earliest sueces- 
scs which shouted the power of 
the 16 bit over Oie 8. Unfor¬ 
tunately e%'en In the original 
Incarnation number two aiever 
quite managed the accolades 
of the first , but sueh is the 
way of sequels. 

Hie player represents the 
hero Jaysan who has been 
persuaded In the accompany¬ 
ing 40 odd page long novella 


human race for beating them 
in the original game and be¬ 
cause their status as the uni¬ 
verse’s greatest threat to the 
human race is being 
threatened. 

En order to strike fear and 
submission into the Ergons 
hearts the couple of heroes are 
to fly their special ship llie 
Icarus on a seek and destroy 
mission, T his the game 
accomplishes by being a 
rather good 3D space flight 
simulator which bears many 
of the hallmarks of Elite. The 
views from the cockpit are 
comprised of fairly fluid well 
animated filled 30 blnick 
graphics and there are plenty 


of opportunities to fly through 
space shooting protection ves¬ 
sels and even chances to 
bomb planets and defence 
systems. Tlie control may be 
by joystick or mouse or, poss¬ 
ibly the best metltod. by 
key^board- Tlie actual flight 
simulation and fighting within 
this game compares very^ 
fav^ourably with that seen in 
ElitCn iiideeiJ should the prime 
atlracLiyn of Elile have been 
for you the combat, this game 
will prove heaven sent. It 
doesn’t though have the in¬ 
teresting trading sidelines or 
the special mission capability 
the other apace classie has. 

Once Qie pure combat nature 
of the game is accepted then 
controls and graphics blend 
well for a fast and exciting 
game. This is well wrorth it's 
budget price for space cadets 
everywhere. I enjoyed this but 
personally I prefer Elite. 
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MUSIO 


WITH YOUR ATARI 


C-LAB’s 

NOTATOR 


John S Davison’s 
regular guide 
to music on your ST 

W ho In their rigJit mind would pay £550 Jor 
an S'!’ based MIDJ Answer - a 

tturprisin^Tly large nLirtibcT of people If sales 
of C-r^b's Notator package are anything to 
go by! Notator is used by iTiusicians ev^.ry- 
where, and surprisingly e\'en some school music cJepEirt- 
ments now have it. After using Notator V3.1 for a couple of 
months I now understand why it's ac] popular. 

Notator is an integrated MIDI sequencing and music nota¬ 
tion package. As well as providing a terrllie range of sequeiic- 
Lng facilities you can unmediateiy see, edit, and print what 
you’ve played In true music notation. Its ediUng features are 
particularly strong, taut its score printing features are incre¬ 
dible - it's like a DIT^ program for music! 

Notator Lricorporates Soft Link, an application manager per¬ 
mit ttng Joadirig of up to nine programs into the STs memor>r 
simultaneously and switching taetweeri them at will - If yotir 
ST's got at least 2MB of memoTyr. Without Soil Link a mini 
mum of 1 MB is required. Notator also needs a double sided 
disk drive and a hlgji-res inonoczhrome monitor. 

Tlie package is supplied in a 3"' thick A5 ringbinder coruain- 
Ing not only a huge manual, taut also five disks hokling 
programs, JbnLs, demos and a tutorial; a czommand summary^ 
card: and the all-imporiaiit security dongle which plugs Into 
the STs cartridge port, without which Notator wont run. At 
lirst sight the manual looks daunting, taut it's quite easy to 
use. It’s divided Into logical sections by separator Labs, and 
its iridcjc is excellent. 

I Just can't do justice to Notator in a two page article, so I'll 
cover the sequencing aspects now and the notation features 
In the next issue. Even then I’ll still only be covering a 
fraction of Notator's incredible capabilities! Incidentallyp If 
you don’t need Notator's score printing faeiiltics you can buy 
C-Lah's Creator package for "only" £530, It’s ideritleaJ to 
Notator except for the notation features. 


ROLLS-ROYCE SEQUENCING 

Notator’s sequencer is definitely in the Rolls-Royce class, 
iiicorporatlng useful features Just not found anywhere else 
(except perhaps tii Steinberg's Cubase - Notator’s arc:h rival!). 
Let’s start urith a brief rundown of Its basic facilitieSp then 
move on to the more esoteric ones. 

It’s basically a pattern based 16 track sequencer, allowing 


separately recorded patterns he be an^iiged into a complete 
song. Four such arraiigeiiicnls can he nin In parallel, in effect 
making it a 64 track sequencer. It's also possible to configure 
this as two parallel sets of 32 tracks. MIDI supports only 16 
channels, so if you need a separate channel for each track 
C-Lab can supply a hardware accessory called "Export'’ (£132.!, 
which expands the output capability to lour different sets of 16 
MIDI channels. A lurthcr two sets are available via the "Unitor' 
atreessory (£390) - giving 96 MIDI channels in alii 

All the usual sequencer functions are here, lliere's normal 
recording, and merge recording, which odds new data into a 
previously recorded track. Drop-merge allows you to manually 
drop into record mode at any point during playback to add 
new data, while punch-drop is similar but erases existing data. 
Punch-autodrop automates the process, switching in and out 
of record mode at preset positions. Cycle mode permits record¬ 
ing while looping round a preset section of a track, either 
making a fresh recording at each pass or overduhblng up to 
sbeteen layers. Notator records MIDI data in its input buffer 
even when NOT switched to record mode, so if you play 
something brilllanL while rehearsing It’s not lost - you just 
transfer It from the buffer to a track! 

After recording, tracks can be merged, copied, mixed (all 16 
tracks merged together),, demixed (separated nut again - useful 
when importing standard MIDI files), or single channels ex¬ 
tracted from a multichannel track. The usual copy, cut. Insert, 
and delete functions working on predefined sections of them 
are also available. 

Notator has excellent quantising facilities. As usual they can 
be used to ’’tighten up" human playing timing deficiencies, but. 
C-Lab have extended the Idea via the use of’’grooves'" - quanti¬ 
sation with deliberately varied liming characteristics. This 
allows "swing" timings to be Imposed instead of a rigid metro¬ 
nomic beat . Several preset grooves are supplied, or you can 
design your own if required. 


REMOTE CONTROL 

Tlie sequencer is controlled via onscreen tape recorder style 
buttons, activated via mouse or ST keyboard. There's also a 
"key remote" facility which turns 11 keys of your svnth 
keyboard Into remote sequencer controls - you can record, 
play, v^ind/rewind, switch tracks, etc., without touching the 
STI 

Positioning within patterns and arrangements is normally 
handled in bar/beat/subdIWslon/tick format, where a tick 
normally et|iiates to a 1/768th note In this case. Alternatively 
It can use the hrs/mlns/secs/msecs format, or SMPTE time- 
code format preferred by professionals if you also have C-Lab's 
Unitor hardware accessary. This allows the sequencer to accu¬ 
rately synchronise with an extemaJ multitrack tape recorder. 
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which has one of its (.racks sLiipcd with timecode. Unitor also 
provides sockets for yet more C-Lab accessories, namely 
'‘Human Touch" (£170.50] which allows the sequencer's tempo 
to be control led by Incoming audio signals, and "Steady Eye" 
(£450.50) used for synchronl&ing It with video equipment. 
TTriat's flexibility - no wonder the professionals love It! 

Patterns may be arranged into a song using a text list, OT via 
the "graphical arrange mode" new to this version of Notator., 
Tlie latter uses a graphical representation of the chains of 
patternsH which can be easily edited using the mouse. It's even 
got an "audio scrub" feature allowing you to play small sec¬ 
tions of a pattern forwards and backwards to help find minor 
problems in the music- 

Notator can also directly control a specially equipped Fostex 
mulUtrack tape recorder i^la Unitor. Ihe sequencer controls 
are linked to Qic tape transport controls \1a MIDI. Clicking on 
Notatur'S Play butloii starts the sequencer AND the tape recor¬ 
der. and the two tlien run in perfect synehronlsation. Position 
the sequencer to somew^here in the middle of a song and the 
tape will automatically fast wind to the exactly corresponding 
position. You can record vocals and other acoustic sounds on 
tape then treat them Just as if they were another sequencer 
track! 

You can apply %^arious parameters to a sequencer track to 
change it’s characteristics at playback time only; so the MIDI 
data isn't pernianenily allercd. For instance you can transpose 
note pitch: alter note velocity or compress its range, loop the 
track independently of the others: and set note range limits - 
all in real Lime. Alterations can be made actually during play¬ 
back, so it's very easy to set the effect youTe after - just use 
your ears as you twiddle the parameter settlnggf In fact, 
virtually all Notatur's operaUens eran be performed while play¬ 
back conLiriues uninterrupted, even thingjs like foimatting 
disks and editing. 


HYPEREDIT 

Nolator has a superb range of editing methods including 
even! list; score; matrix: and "hyperedit". The event list editor 
Is the heart of the syslem, as it can display and edit every piece 
of MIDI data present on a track. It also handles the special 
(non transmittable] "pseudo-events'Mnserted by Notator for 
internal control purposes, for Instance changing tempo: mut¬ 
ing Iraeks: loading the next song while the current one Is 
playing; or showing the position of various score symbols In 
the score display. 

You can Ldso use graphical editing methods along with the 


Lwent list, the first being a matrix editor. This shows 
notes in Ihe form of beams in a matrix, with pitch 
displayed across the horizontal axis and note start 
time and duration by tlie vertical posiUoiiL and length 
of the beam. It looks a bit Like an old pianola roll, 
especially as there’s a piano keyboard drawn at the 
foot of the matrix to help you assess a note's pitch. 
Notes are edited simply by stretching, shrinking, nr 
dragging the beams around the matrix with the 
mouse. You eaii easily alter a note's velocity too. All 
changes made here are immediately rellected in the 
event list data, which can be simultaneously dis¬ 
played In a separate window. 

Personally, 1 don't like matrix editors. Fd much 
rather use a aeore editor, and Notator’s is a real 
corker. I Fa much, much more than just another 
iiieans of editing note data though, which is why FI) 
be dedicating a whole article to it in die next issue. 
Tlie final editing method is Ilyperedit. Ttiis allows 
you to easily Isolate and edit all e\'ents of one parti¬ 
cular type within a track. For instance, you covild pick out and 
display all the snare drum hlfjs in a combined dnim track. A 
malrlx approach is used again, with time along the horizon la 1 
axis showing where Llie evxmts occur and the vertical axis used 
for an associated event characteristic, for example note veloc¬ 
ity, You can then add/deJete/change notes as required, and do 
clever tilings like "draw'' a gradual change in velocity or volume 
across a range of events - useful for creattng crescendo effects. 
ILaeh line on the display sbow^ one instrument and you can 
group up to sixteen Instnimenta together in sixteen SCrollabJe 
lines. This makes hyperedit a useful drum rh^1.hm editor as 
each line could show a dificrent drum type, but its use ext.ends 
far beyond this. You really have to use it to appreciate its full 
potential. 

Another Interesting feature Is the "Realtime MIDI Generator". 
'I’his gives yoT3 sixteen mouse operated "fader" controls which 
can he set to generate any type of MIDI data and record It onto 
any sequencer track and MIDI channel. TheyTe particularly 
useful for generating continuous ehalns of events needed to 
smoothly change volume or sound eharaetciisties. For exam¬ 
ple. you can Increase tire volume of particular instrumerUs as 
they take solos and reduce it again afterwards. Ttiis can be 
added AKI’ER you've recorded the Instruments themselves - 
it's like hainlng an automated studio mixing desk! 


REALTIME TRANSFORMS 

Notator will also 'transform" MIDI data, wwking either on 
data already recorded or In realtime as the data comes in 
through the MIDI port. User definable algorithms are used to 
select which data to change and how to change It. For exam¬ 
ple, you could reduce the effect of a modulation wheel; remap 
drum notes for use Villh a different drum machine; or delete all 
notes within a given note range. Comprehensive input and 
output filtering to remove unw^anted types of MIDI data is also 
available, and with Unitor installed it can aJso handle realtime 
merging of up to three simultaneous MIDI Inputs. The pro¬ 
cessed Input can even be routed back out ^1a MIDI THRU to 
other MIDI dei.1ces If required. 

Despite its complexity Notator's sequencer Is siirpiislngly 
friendly to use. It's solidly reliable too, and hasn’t crashed once 
despite my lumhlLrig cxpcrlmcriLs with it. Reasons for its popu¬ 
larity are now obvious - ease of use, superb faciliUes. flexibil- 
tty, rellablJlty. and the thorouglily professional look and feel 
that pert'ades all aspects of it. Ajid that's only the sequencer - 
wait until you hear what the notation part of It can dol Join me 
next issue to find out. 
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COLUyViM 


Dion Guy 
brings you two 
super type-in 
listings plus 
reviews of two 
art packages 
written in 
STOS only 
available by 
Mail Order 
from the 
authors 


H ello af^ainl Prepare yourself for 
aiioLhcr fantabulous STDS col¬ 
umn, packed full of reviews, list¬ 
ings and generally interesting stufff Last 
issue I said that If anyone wants a 5TOS 
related product reviewing then get In 
touch. LiLdc did I know that 1 would be 
bombarded by milli ons of STOS wTitten 
art packages! Wei], maybe tJiaf's a teensy 
exaggeration but rct:ently I have received 
two different art programst In depth re¬ 
views of both packages i^lll follow shortly^ 
but first - the news! 

As men finned last issue. Fun School 4 
Is now out. 1 haven't actually seen the 
full package but I have seen a small sec¬ 
tion of the 7-11 year olds version. With¬ 
out going Into too much detail, I found 
that the package is very^ well put 
together. The graphics are of a very higji 
standard, and the educational games 
have been well t ho tight Out. I would re- 
coiiiiiiend any parent to Invest in a copy 
of Fun School 4, if not for the children 
then for the demonstration of just what 
STOS Is capable oil 


THE LISTINGS 

So. what programs have we got lined up 
for you this issue? Firstly, there is the 
colour definer aLeessi)ry^ that was sup¬ 
posed to go in the last issue but was 
squeezed out due to space problems. 
StTcondly, there’s another handy program 
from Bruno Azzara - a sprite ftnder. E-fere 
are some brief inatritctions : 


PROGRAM 1 
SPRITE FINDER 

Have you ever loaded in a sprite bank 
and wanted to find a sprite quickly and 
easily? Have you ever forgotten wdilch 
sprite number goes with a ceilain sprite, 
and had to manually search for it using 


the SPRITE c ommand? Wfiy am I asking 
all these questions? Wo seriously, we've 
all experienced the hassle of looking for a 
sprite at sometLrrie during our program¬ 
ming lives, 'fills program is the pedeel 
solution. After typing it in (and saving it 
for future use), load In a sprite bank and 
then run the sprite finder. From here, 
you sitnply use the mouse to Jirid which 
sprite is at each sprite number. 

PROGRAM 2 
COLOUR DEFINER 
ACCESSORY 

With this accessory' you can experiment 
with the various colours available from 
your ST. It is pointless going into reams 
of text explaining how to use the prog¬ 
ram. as everything is fairly straigfitfor- 
ward. Have llin! 


REVIEWS 

And now - the reviews! 'File two art 
packages up for review^ aie GBPaint by 
Bj“uno Azzara of GBP Software and The 
Artful Doodler by Daniel Spooner of DMC 
Software, 


THE ARTFUL 
DOODLER 

Upon loading TAD (as it shall be refer¬ 
red to from now onf] you are greeted with 
a copy protection screen. 1 must confess I 
found this a bit strange for a home¬ 
grown art package. Copy protection 
would be understandable on something 
like Deluxe Paint, but 1 raimot help but 
feel that pirates wouldn't be too interes¬ 
ted in any kind of home-grown software. 
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Ttie Iasi ihing you want when loading an 
art package is SJricf hassle of finding the 
right page of the manual and entering 
some codes. 

An\T^vay, after this minor inconvenienee 
you are greeted with a title screen, fol¬ 
lowed by the main screen. One thing you 
immediately notice is the wealth of op¬ 
tions. All die usual bog-standard stilff Is 
here - such as draw, line, circle, ellipse, 
box and fiJl. Other lairly normal features 
Include rays, polygon, eraser, text, spray, 
brush, and an undo feature. 

TAD also has a block faclllt>^ and in¬ 
cludes a number of options to manipu¬ 
late blocks. You can also flip sections of 
screen, eillier vertically or horizjontally, 
Ttiere is a zoom option to allow fine edit¬ 
ing, althougli I found Itiis quite awkward 
to use because die zoom L-urser only 
moves about on 16 pixel coordinates. 
Tticrc are enlarge and reduce functions, 
to ciLbicr enlarge a section of screen or 
reduce a vi^hule serreen into a snialler 
area. As usual with art packages, each 
has It's own 'special' features. This one 
has quite a few - Triangle, Pamllclugram, 
Circle Segments, 512 Colour Facility and 
Smear are the main unusual features. 
Triangle, Parallelogram and Circle Seg¬ 
ments arc all pretty self-explanatOTy^ and 
are handy options. The 512 Colour Facil¬ 
ity allows you Lo have up to 512 colours 
on screen at once, instead of the normal 
16 iTils seems to be well irnplerrientLxJ 
and is quite easy to use (surprisingly). 
One point - TAD allows STB owTiers to 
access the extra colours f 1 think the 
Smear lunetion. howwer, is a total waste 
of time. Radier Ltian smearing or smoo- 
tlilng the edges of objects, it. Just makes 
them look a total mess! There are quite a 
lot of other minor things dial have been 
built into TAD. some of them quite 
useful. 

As TAD is so big. it cannot be loaded 
into STOS as an accessory - it only runs 
as a PRG file. This is a major minus for 
STOS users. Tbiankfully, TAD can load 
and save in a number of STOS file for¬ 
mats, MBK etCr Another annoyance is 
that you can only have one workscreen! 
Even on a 1 meg machine you are stUl 
limited to that one basic screen, I often 
make use of multiple workscreens, so 
found tills to be a serious flaw. 

One good thing about TAD is l-hat you 
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Program 1 - Sprite Finder 


get Ei well wTltten 40 page mauuaJ with it. 
AUQLficr gout! feature is the iufdusion of 
keyboard shcrlcuLs' to enable you to 
quickly access dlflerenl functions while 
still on the workscreen. 

Overall. 1 thliik that this is a v^ry good 
art package (esj.>eclally for the price) 
which makes up for some of it's faults by 
hu\dng some very good npflons (such as 
the 512 colour fcaturej. TAD is available 
al a cost of £9.99 (inc. P.&P) from Daniel 
Spooner at DMC SolWarc, 6 Orchard 
Close, North Daddesley, -Southaiiiplori, 
Hampshire, SO52 9GF 


GBPAINT 

Seeinff as I ha^'fi waffled on about TAD a 
bit, I will make this review a little briefer. 
Let me get sl.raifiht to the point - GBPalnt 
is an cxeelleril art paekaijG. Thera is very 
lifUe that J oan Ikult GBPaint on - nnd 
believe me, I tried lo lirid somcQiing! 
GBPaint Is polished and easy lo use, yet 
Is very powerful. Here is a run do\\-n ol‘ 
some of IPs more imusiial features : 

Block functions - GtiPalitt can manipu¬ 
late blocks TAlth ease. Multiple work- 
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srreeiis - on a half meg you ran have 2 
worksoreens and on a 1 meg you ran 
have 10 screens! Grid - Lbiis is an ejceel 
lent feature for STOS users, you can cxe- 
ale grids (of variable sizes) for your 
games etc. with incredible ease! Text - 
you can load in your own fonts to use (3 
are supplied wiQi Qie package!). Disk - 
GB Paint can load and save in B different 
file formatsf 

There are other normal features that 
have been well Implemented - colour 
cycling, zoom etc. Tlie zoom cursor 
moves on 16 pixel coordinates the same 
as TAD does^ but only on the X coordin¬ 
ate tills makes it niueh easier to use. 
GBPaint has a lot of other functions, but 
it's big plus is that you can use it from 
STOS - which Is very handy. 

Overall I prefer GHPalnt to TAD, but . 
having said that i Jlke tlieni both for 
different reasons. There's nn disputing 
that they are both very well written ait 
packages and show what you can get 
from STOS with a lot of time and effort, 
[and enormous pmgramniing Lalcnt!). f 
certainly prefer both packages to any 
oLlrier STOS written packages I have seen. 

GBPaint does come with a manual 
which is ricariog compleflnn as I write. 1 
haven't actually seen it because I wanted 
to rc’tlew GBPaint in this column, and 
not two months later. By tflC Lime you 
read this though, the manual will have 
been long finished- GBPaint is available 
ai a cost of £12.50 from Bruno Azzara at 
GBP Softw^are, 20 He>^s Road. Asliton- 
Li-lyneK Lancashire, 6NZ 

Please make cheques/PC's payable to 
"Daniel Spooner" for TAD and "Bruno 
Azzara for GBPaint. Both TAD and 
GBPaint are STE compatible. 


FAREWELL 


Well, that’s it for anodier column. Re¬ 
member, I’m always happy to reeeiv'e 
STOS related products for review (but no 
more art packages pleaseJ) or programs 
to publish. If you want a reply ^ please 
include an S.A.E. I can he contacted at 
tlie following address. So^ until next time 
- bye alir 


DION GUY 
STOS COLUMN 
11 SHORE CRESCENT 
BISHOPS WALTHAM 
HANTS SOS IDZ 


Listing 2 - Colour 
Dejiner Accessory 
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3 30 Lf tivarh -Ecrifoa rapy physic ta back 2 : a^jLa bach an i iihari oti £ BET^j 

220 If BET>^ than E=-7 ± ^i3r A^ tp 2J ntep 3 2 lacata 10 ,A-h| £ pr int E ^ 9iH: E ^ 
npKt A - 5ET-2 

730 -'•m ** hAIW LOOP ** 

340 rrpeat e X-£i7iwf03 3 kry • K*"ink*y4 e SC’-scancirfE' 

350 if SC-^7 then cl 33 3 bide on 1 for R-0 to 15 3 calour R.^ val fUHDO* £^3 ^ 1 ntrtih 
R 3 5ET-0 I DO^l 3 cat-E34jr 2,4^70 e bcita 50 
3i0 r claar key e ujitil V<>0 and XOQ 

370 if and JC^12e th»n gat a AhS\ 

300 i4 3r'iil22 than gaaub 500* z G£T>^0 x qota 30 

390 if }t-*’l20 than gata ii30- 

4D0 if X^l2l than gota 720 

4l 0 if X.=rJ23 than do-fault 3 aird 

420 Ink 0 E H than bar 2^ IBB-DPCSl+74-7 ta IB, lBS-[iPDB|-t74-lE t PClgl=X-l 

450 1+ ^>B and I<I7 than bJr 7bp ^aa-[^en52^^34-a tO 42„ )0e-OPflg2*34-ie 3 PQg2=J{-9 

4 40 if )f>|i and 7 <25 than bA*' 50, PeB-DPCIS3*24-2 tp 65, lB8-0PPa3*24-je t 
Ft]S3-!e-17 

450 floto 

^^0 3(-X-ia0 3 B-X 3 ink Q I R*-bvi4*fcDlaij>-3 

470 bar 2,100 DPOSl124-2 to tB,lBa-DFDSl*24-18 

400 bar 2i, 100-OPOS2Pi24-'2 tn 4 2 ,ieB -aFOS2*24-10 

4‘?0 b*r 5O-,3B0-aP1]M33*24-2 to U3e‘-OPOG3*24-10 3 qnta 2B0 

500 5RAP 5CREEN/9PfiTTE PflUETTE *h 

510 cld 3 bE3*e 3 1 3 c-e 

520 Jocate 0.? 3 centre '’GRAB SPRITE PW-ETTE“ e J create B,ll 1 centra "GET 
PICTURE PALETTE'’ e lEicate 0^J3 i centra “REILAN TQ MftlN flEMU" i *ar fl=9 to l3 
B-tep 2 3 biDM 7B,A*@"-2 ta 234,ft#fl4l0 3 aet ZEsaa 120■^G^ 76^A-*B-2 la 234,fl-*S+10 3 
Lnc. C E rhe>:t ft 

530 D*-"“ E repeat e j£-ZDria-ie3 1 until SC-C. >0 and mchuca kayo-l 
540 if JC^I2B then 84” 1 Af="Grab -aprita paL-allNH" 

550 if 5i-i2l then 1 AC^-Bat pic palatt.a ■rPr|,NE0 <rr 

5&0 if ii:-l22 than return 
570 it 8*0’^" thiP^ goto 590 
580 qata 530 

590 els E F4'-file seloct* tPf ^ftf .^4] t if 

t00 CKf-righl4l>4,33 £ 3f " ahj «<*■:>"«£□- and then raturr^ 

fa-i0 if K.4 = "B'’ thEm gata A70 aL|ie 5 t reserve as acrean 5 e J Esadl F4,S i pet 

pal altD 1 oraixa B ^ 5 return 

&70 3aad FI 2 X=:h.,nl (ar*rl t II tu »t sr t H13 + I enpth £ IJ -PALr” 1+4 1 for ta 13 £ 

iral iJhah ftidtfrh CKtft»23 = ne^ I fl ; eraae t 1 DD^rl 1 rc-turn 
630 FH^ ** .■5ftVE PftLETTE W3 ASCII ** 
t40 tin ; L*-"^ 3 H4-"I0 palette “ 

650 far A-0 ta 15 e if ft>0 than E*»r-, ■* 

4i0 G*-G* t-heni ^colour (A^ 3 i L^H-4-+G4 1 newt ft e 

670 F4-fiie eel ect + n " h.ftSC" , “Save -b. palette in ftSLXl lcH-mal",4 3 
6C0 if F*-"’' then SET-0 e qalD 30 

690 if Lipperf Ir I qht* CF* j33 J < than gab a 6i?fl 

?00 apani auit -H-||.Ff e print ■■ close 11 

/US £5tr-0 E bL*-l 3 gata 

/20 roa ** LOAD ABC] [ PALt F TE F S L£ *■* 

7TB cLa ± Ff-f^lu ^D] EK:tf-« ABC" , "I nad a E>A]a1te irh A SC FI fEirmjt",4? 
h' 40 jf Ft-"" th#n SFT=H : gplQ 20 

730 ,f Ii 4 apifr lUr i ghu (F*,4 l 3 A5C" tlier* qata 7_'0 
7AO izip^rt^ ill H-l ,F*. : frjr A-0 I* 15 : input 
770 | F ft-ffl tfien At-At -‘*10 prllelte*^ 

700 E:n]aup A^va! LAt ? e nej; t A r claee il 

790 5FT-.0 E m-l 3 qatci 30 ' 

=800 duKa "CAVE" , -PALT' , "LOAD" , -^PAL i ’ , "Gf<A9" , "PALI - , "UU] T " , "PROG" 

Q I0 rem *i CPRUR TP^tf'F'lNG ftUuilNE ** 

Q20 SET ''0 [ DO^ 1 3 e hi do an 3 1 ac aba0,[J 2 1 vn Irk- "Err iv" i-btr t(errj-ii hj 3 -e 

occarBCI in 1 .3 i^B"-^Eit r # Lav r ] ][ 

Bi-0 loo ala 0.f,II 2 . cantra "Rra4^ nui-y hey fa r 
B40 C.Laaf hay^ Z wakt j r^^4i.iiai^ 30 
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SELECTED PERIPHERALS & SOFTWARE 
FOR THE ST FROM SILICA SYSTEMS 

ALL PRfGBS INCLUDE VAT & FR&E DELIVERY 


ATARI ST 


>^artex 


#'ATonce-Plus’ 



A1bnce+ PC EMULATOR 


ATonce Pius is a PC-AT compatible ertiulalor 
for all Atari ST modelB(except STACY). With 
ATonce Plus fitted, tho Atsri ST can be used 
as a PC-AT compatible computer The 
emulator works with most Atari: hard disks 
and provides oornpatibilily with the Mari laser 
printer. A professional fitting service is 
available from Silica for only £34. If pu own 
an Atari ST and require PC compatibility; you 
will not do belter than ATonce Plus. 

Far uee with ST-E'& of MEGA ET'& a»i m naquingd 

(Ordvr r*r: EMU 7460 EMU 7SDB 01 ^2Q}. 


• pua mHz mss pc-at emolation 

• MDA, m, EGA S VGA GHAPHK MODES 

• COMPATIBLE WITH ST HARD DRtVES 

• CAN ADDRESS ALL ST RAM - UP TO 4Mt) 

• RONS EmUDEB S EXPANDED SQ2SS MODE 

• m VERSION FOR SPE AmiABLE SOON 

• TASK SWtTCHER TO RUN MULTIPLE 
PROGRAMS SIMULTANEOUSLY 




RRP: £249 

£189 


On^r Hel: EMU 2^3^^ 


t I : 


3 ROBOTICS 


SOMb & 60Mb HARD DISKS 


3 SPREADSHEET 


1 f 



PAtX LINNET-kFASTCOM 2 

ExiHrlanca th$ M^rld cS e^ciroinle cam- 
mynkiffliipnl This IW IntrodUPtlon will pro¬ 
vide ytu wrih hDurs d en^rnant as yau 'lelk' 
isf C4mipifigf LF^rs world. 

9 SttpftiM wM JbrJT'J- 2 tsUKirt 

■ SS: NUNiANf mmm 

* fuHr i pr 9fifNDnS 

9 m/m ■ t2ssj75 ■ ?sm& 

■ ANN I8M KiAQini ^ 


RFP: EE36JK 


£149 

PT14- lUftMCn 



ATARI flODOKIT 

Ejqdors Ihti rafidifvalih^and intri&Bl#vit)rld-ar 
nsiMrtici i^dti RotwKII thumniprehefiBifflin- 
CarfacR tor ST'x, con be usud in ^onjuncbani 
with Ahy IbChhi&al Kil \b build-all kihds 
cn rrHi^fllB and 

« PewertNf, affwat* fKtuieS 

* fflmpiWrt wtNf jiT AttTf Sfw 

* Mmb-iapn S^bxii'rji/ Ub- 
«MaNiiT ndit 

PH#IWi Rf?*: 1 

* EdatMtla^ ftrat 


kAATARI 


£49 

iMtr fW: EIP ■«« 



ATARI MEGAFILE 30Mb & 60Mb HARD DISKS 

An lnaRp6n$rv« anawer La ma&a fiLoraae r«quirani»ntB. A\bt\ M^aillBdar« PuIIyc^pbU- 
bbp W^lh all STs. prtwldmg Iiigh Wipiiclly. twfl fQT pnu ^pplICBtigrts, 

A 3em w fmb AmmttM * Cmftwimtive mr-tB-UMe DKt-op wmm 

* (I9^yr cp ortWr^ftif ftyfAig 9 FwH ^wtwmrj/rfsTpra ^BfH irr 

4 [AKoiDjiri'rfM plb|^4v inif pb dfmnifAtiiT i Salaatit/t ihltAnjl Afrf i^Jlbrif 

■ IPiitr xitain vpSs 7 AafV HIM Nfim * Kb«p Tog at 'JranuelfaM' 


- Atari Archive Backup Saflware Worth £29.09 

AATARI 


MEGAFILE 3G 
& ARCHIVE 


RRP: E4WJM 

£349 

Wr. HM 4»D 


AAIARI 

MIQAFILI 60 
A ARCHIVE 




MASTERPLAN 

SQPhiBtIcatBd OEInl sj]r»ad34i»Rl. toBaed no 
Lgrti# Wnn It. ydd c*n csipyiels yciw 

honiB Imanctn, ptct f ropihs or On^' idl 1hM olher 
ttiouBands qF mairwYiaiiicat CR.ieulMibnB Fbr 
ivwydfl.^ Pflirrie end buelneBB um. 

■ I^Jfr flAIY■A^^ JCMUYV 

* WiSf jjLijj 4^ msfktmtkti JVo&ftHif 

■ iPfWv 1-2-3 tomptiiOfe 

* Prii NW^x, 

* £*lt d- aomaikmi 
i HfM imH IfffHJtflAoW 


MA^terPlan 


RRP: CM'JJS 

£39 

\ jMr m\ SM aiE 


DTP GRAPHIC APPLICATIONS 


7 D/W SCANNER a CAO PACKAGE 


Q 





MEGAPAINT It 

1T« t»Bt hk]h r&E^ylldn. mdndctirdni4 
graphing pKkagi- MogBi=^int ll- |b dBsrgried 
la .eltcrvy ^hj la creatiq, adit and lindin ortwars 
10 B liniahBd at»B pdor bo ftaatinq it Inm b UT9 
A psrlpcl PTP cymponlcm. 

* motvtton itwtf tuats} on tensa 

9 [AiWiTiAFa i^fjnbol tiinrin 

■ Nawlap 

IW NSiOtlNp JtSfiNK , . 

• itupw mv* a* tootf RRP: 


SoFTijd'K'iB 


£89 

QiftrRil: 


MEGAPAINT II PLUS 

Prd^on Al vBrBidri d1 M^^PlinL It, n1ClL?d» 
bh mekp and MBdiar grqpFricB- drawing toD\B. 
muHVB rango-d laatarBapnd fasi ir/kirfaco. 
SupfidiilB iBr^ SidneiBfiB, ralwtM-his Bnd TTs. 
9 Hiufr^ itjm. Mk 1#^ atiti M rti^ 

* iiH*A9 t9i«tian or toBti tieitme 

m WpfNf at wf JiwitafAwPf an aftwh 

9 cdfnaAiiBa vinvr Ftpexirttat. ctitN^zn 

MS TimeWofta _ 

• Ibfir sfmfioft 


iQMMf 

SoFTW'f^E 


£199 

qnfer RM: 55^ mo 



DAATAscan PROFESSIONAL 

Alldw8 graphic* w bo acanned in Ip ihP AIM 
BTKl UB^dinurBphiqpBcHflgBBdf ITTPht-d- 
grnms. An idoal oll^in-Dno ululicn Ibr yayr 
biBPk Brid whiM BCtulning noduinBrUBfilg. 

9 tdflHvO 

• SwmAtif ahMImi: iJKSBmi 

• fiipil ffiMS pnenUrg BflJftin |p latSf pfimff 
9 MIfifndt UAJudAp pldm 

• Cflfli pflrmi wia mr 
I snpD\Gt fissttsts 

9 MXbS C^sdoW- 
9 ATa ill AT piiv cnTAi 

O^HbiAL 



TECHNOBGX DRAFTER 2 

A £1PABi1Ui kzrV »B1 CAD pBCKO^P. CU^hl^ 
b4co«nidg tiia leading ^ CAO 
TecfinaBnx pTwidmcrvarj/ltiEilit^^lha Qericue 
CAEi uMr wiU r-BpuirP. 

9 ¥Sff aasf io Ntt Mtffsta 

* Ssittst timwf iff iitsii lawfNSoA 

9 ffoM 

9 iMpe fids* M dui^ dVlHm 
9 £101 n? JifffJti|9n‘ ^_ 

• ^mrrpim tfirruof^^fig f RHP: £2aftB 


RRP. flMRS 




PAGESTREAM 2 

PEgBSIrBam 2 is b lull bM PBmprPhsABivP 
PfP pBciceiB#, v^u can nriarte l9tlQ«ti9M4. 
advDfls, manueJ^ in lact an^hing roqyinng 
bsud Biid graphics vt ba muBd Pn a dagei 
4 dd-iMM- aums 

A- Wmp nnrt ifHvrtf ^njuriP cAnntf jiimdilej- 
4 CampMitift wNk i*f irf ^v^Tirr 

4 rmpaH tixt taS stspSIa Ntm didif Adii'gi, ST. 

FC A MM- JdfAlDH ^ 

4 ^ j idfPl^n 


OOtrAil .KPdlS 


SILICA SYSTEMS OFFER YOU 


• FREE OVEmtGHT DEUVERYi On all hari^r^ an;]pr5 in Ihe UK rnginland^ 

* TEVHNiVAL SUPPORT RELPLtNEi 1*1(11 Df ST lechnieil axperti at yqur fiflrviee. 

« PRICE MATCRr We jwrmglfy matcti KHnpetitors on a "&ame producl ■ Same price" basis. 

* ESJABLiSHED 12 YEARS: PiovBn track recard in prDf43siDna.1 qompurtBr saiq^. 

* BUSINESS + EDUCATiOR * SOVERRMENT; voiuiiw discounts sviirabii tor larga 

• SHOWROOMS: Demofistraiiflfi and training fscililies aft our Londoii A Sidcup branehfls. 

• THE FULL STOCK RANGE: All dl yOur ST rEquinamejils trom one 5 U[iplMr. 

• FRf£ CATALOGUES: uVlH DC dialled to yiHj ^ith Oilers and soiiw^ne/p^rrpnorai itotiiis. 

* PAYMENT: By cash, chraqui and bH major credit cards. 

BefcrByotu decldB wtien bobif^ yaur aoltware and parlpharala, wa auqqaat you tfiink vary careriifly about 
WHEPIE yPu bofy IhOrti. QPndid^r ivh^l it wil bo Iik4 8 r^w months aFtir you h^g madi4‘ yPUr purchE^o, 

v^hBPyoui may raquira help and adVicB. ^iltHecamFiany you buy ri^cmi cwitBctyou wdh data4lB ol n&v* 
prodiiciB'7 A1 Silica SysLafina, wa anaur^ 1h« you will hav^ Althing n wgrry 8bOiiE. Wp b«en 
Bd for 0¥4r iS and. with our unrivall^ okpqiwicb and BKpartma, wb obp now olaim lo meat our 
ouBtomorB .^quiremanla with an urK^eratandiat wfii^h is- BapoAd to nona. Bud don't Judi iaka -Pur word 
tor it. Complato and rataro lha coapovi now tor our labesi Free litaraturo and begin to eiiperionce the 
"Silica Syslama gBrvica"'. 


IMIl ORDER; 1-4 TIte Mewi. HatHti'lev Rd, SidCu|>. Kdnt, 0A14 4CIK -Rtl; 091-3031111^ 

Ordpr Lingp O pan: Mcn-Soc Mpfri IYoIpIp Ni^M Op«-*ng Fw Nn: 4*i-;MHj tWHI 

iCiRoOii .. 63 1on«nhsfflC(iuPt ft«d/LcmJo^ Wi^^ "m oti-sm) 49IW 

Oponii^ MpurO; m L6iB Ntahi 09* ^ _ _-DTl-mrraff 

LOICOOH SHCP: Slffricig^S Un mxu QrT-prd Slna^, Lpndbn, W1A lAg %l: 1Z34 

Cpafrrtg htaur^: Mofi-Sat ft3Q«rHaJWpni Lala WlgM: Thuradi^ amil Bpffi_EiipftMJfln: 3314 


Sm\IP SHOP: 14 TIk Mews. HstlKiley Rd. Sidcup, Kent, QA14 4I}X -fal; 061-302 8*11 

Op««ig Haura: Mon.E^ 9uCiQwm-&^m_Lain Htgrrl: FdOty F&i; r*i. DBiaM QDIT 




I am intore^tod in; O .... 


©.. Ov 


,.. e 


0 .... 


IVIAIL OROER HOTLINE 

081-309 till 


SILICA 

SYSTEMS 


a 


SillcaS^m^ept PSB-0^-6"-4TlieM». HaKrl.^, ^p. Kwl," 

| ISEMD HE ST PEmPHERALS/SOFTWABE INFORMATION 1 1 

....... €> .....a. 0 I 

::::::::::: t 

. I 

... 1 


^ MriMnarMa:. Iniliala: .. Sumamd: 

I AitMrtoifi: .... 


I 


.........._...................................... PDMCodB:.. 

I Tel {Hcnn&): ........ T&l (Wgrk): ..„..„r...=...„...„.. 

^Whioli ddHn^uleif(&)i, il any, tfd ydu Own? .. 

C^Ot ■-Mvpriiisifi prtcps pf^ wwttralarei mijf iGhani^ ■ Ilia Mfjpo" iJF Ihi-iBwiI ifrtnriiliafi 








































































































lArith Ord0r:S Ov^r dO 

Fes fl £9,95 Datasoft game ahsolately FREE wken you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on pages 47 to 51 and send or 
phone your order. If it comes to more than £10 (excluding 
postage) we^ll enclose a copy of this Pacman type game 
absolutely FREE if you ask for it.* 

*NOTE the game is on disk only and we will not therefore inciude a 
copy automaticaliy unless your order contains disks 


FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52 


liCtur ^reai^Hl £hjllle41^ 
Btw«4i nmJi ikavrtwHKii, 


DISK ONLY 





The Infocoim cl^sic and ihe adv^filure game lhat charrg-Mi Ihe wey 
all fjlura advenlurta were written. The Great Undergroijnd Empire 
of Zork itt well dMutnenled by raw and thiousands of players have 
beconiifr addlols graduating u> ItiltKom's more dlftlcull advenlures. 
Zci^rik I is the ideal inlroduoiory level adventure lor beginners or 
Itiose with B lltlle eKperJenoe. If you have never ventured under¬ 
ground before now i? the time to try, it's never been cheaper to 
expand y^ur universe! Cla^eie origiriBl Infooenii packaging with 
exiceElent manual snd e map- 


CHECKOUT 
THE ACCESSORY SHOP 
PAGES FOR M^NY 
MORE BARGAINS! 


OUR SPECIAL 
OFFER PRICE 


£ 2 . 95 ! 


iOlVESr EVER PRICE ROMS! 



KABOOM 

Challenge the Mad Bomber as he tries to bomb you out of 
sight. Cart you catch his bombs and dowse them in time? 
Or would you like to be the Mad Bomber and try to flatten 
one of your friends? Lots of excilement for one or two 
players in this addictive arcade game that won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 


ROM CARTRIDGE 


OUR PRICE £2.95 


MASTERTYPE 

Now pnyon^ Q^n l^am !□ type whilst playinig a challangfing 
game. Mastsitype was one of the original 'game based’ typing 
tutors which ripquireei yqy !□ zap enemy words as they 
approach from the four corners of the screen. But if net raaliy 
a game for, before you realist; it^ you will become quite 
proficient on the keyboard as you progress through 11^ le& 
sons of increasing complexity. 


ROM cartridge 


OUR PRICE £2.95 


SUPER SPECIALS 

MAXWELLS DEMON 

Check cut the review In Issue 4d. Paul Rlxon found 
this simple game to be quite addictive end at this 
price can you afford not to become addictedi It's a 
different type of game, mofe in the Tetria mould than 
an arcade game. Il sure makes you think and the 
price won't break yoLi If yoii don't get fully hooked. 

DISK ONLY Recommetuledptice£9.9s 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One of the moat famous of platform games that has 
you Jumping ovor fire, running over breadmihs and 
bombSp climbing laddera, sliding down pales and 
more with some great graphics. Master all 22 screens 
If you oan and then oraata your own for naveranding 
fun. This is what platform games are all about. 

DISK OR Recommended price 

CASS ETTE £7,95 c{asetiei£9,95 disk 

SUPER SPECIAL JUST EL99 

ZAXXON 

One of the all time classics for the Atari, Zaxxon set 
new standards when first issued and was copied 
many times. FI I at yOur Craft across the uniqua 3 
dimensional battlefield shooting anemy fuel tanka, 
anti-aircraft tanks and missiles oefors launching off 
through space for the ultimate conflict with a mighty 
robot - law have got this far! ZaxxoH:, often copied, 
never bettered and NEVER at this incredibly low 
price! 

DISK OR 


CASSETTE' 


Recmmended price 
£7,95 cass?tifl£9.95 disk 


SUPER SPECIAL JUST £2.99 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P.O. BOX 54, STAFFORD, ST16 10R 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 

























